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PlayStation 


For game hints call 1-900-933-SONY(7669). The charge is $0.95 per minute. Callers under the age of 18 must get parental permission to call. Touch-tone phone 
` is required, Available 24 hours a day/7 days a week. U.S. only. Sony Computer Entertainment logo is a trademark of Sony Corp. PlayStation and the PlayStation 


Not to be impolite, but your opinion means squat. 
See, this is Rally Cross; You've driving off-road now: 
Racing up to 3 competitors on our quad split screen. 


In one of 20 vehicles equipped with 4-wheel indepen- 


dent suspension. On up to 6 torturous backward- 
and forward-running tracks. Where jungle mud 
doesn't just look like jungle mud, it acts like it. 
Where Arctic ice is slicker than a non-stick frying 
pan. And where half-pipe embankments are steep 
enough to roll you on your back like some pathetic, 
helpless dung beetle. So you can forget about turn 
signals, seat belts and proper lane changes. Because 


when the guy in front of you spins 180 degrees, 


looking to do a tap dance on your radiator, common 


courtesy takes a back seat to a 


little something called survival. 


SONY 


logos are trademarks of Sony Computer Entertainment Inc. UR NOT E is a registered trademark of Sony Interactive Entertainment Inc. Rally Cross is a trademark 
of Sony Interactive Entertainment Inc. Developed by Sony Interactive Studios America. © 1997 Sony Interactive Entertainment Inc. wwW.SORy.COm Sen 


*(10) Orbitz bottle caps 8 video game proof required. Expires 5/15/97, Details inside video game. 104 video game available 3/11/97. Ë d 
© 1996 Twentieth Century Fox Home Entertainment, Inc. All Rights Reserved. “Twentieth Century Fox," "Fox" and their associated logos are the property of Twentieth Century Fox Film Corporation. 


Il FATE OF THE WORLD 
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You're in the cockpit against Earth's deadliest menace in this high-tech flight-based 
game with blazing arcade thrills. Battle alien attack fighters as you obliterate the 
City Destroyers deployed overhead by the massive Alien Mothership. As your 
mission progresses from city to city, you fly faster and more heavily-armed planes, 


from the F-18 Hornet to the captured alien fighter from Area 51, building to a 


death-defying climax in a whiplash-paced assault inside the Mothership! 


Fly over 15 of the hottest fighter 
planes inc 9 F ١ 
MIGs and Alien F 


head-to-head combat. 
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S you may have noticed, we've got a new 
eq look this issue, and our art department 
has worked very hard to give P.S.X. a 
unique style. You will still find all of the 
sections that you've come to enjoy; 

we're just packaging them differently. | have said all 

along you should feel that ES. x. is your magazine, 

and we are very interested in getting your feedback 
on the things we're doing right and the things that 
you feel we need to work on. So please send in 

your comments and criticism and let us know 

how we're doing. 

In this issue we've also taken it upon ourselves 
to talk to the people who have made some of your 
favorite PlayStation games and ask them what they 
would like to see included in the PlayStation's 
next incarnation. 

Of course we have a few of our own suggestions, 
like а six- to eight-speed CD-ROM drive and a few 
more megs of memory. Another thing we would 
change would be to put the power outside of the 
PlayStation to cut down on some of the overheating 
problems the system had early on. 

This is by no means the official word from Sony, 
but it is at least some idea of what you might see in 
the second coming of the PlayStation. By talking to 
the game makers, we feel we can give you a better 
idea of what you can expect. 

One thing is clear—of all the people we talked to, 
everyone feels Sony is on the right track and that the 
PlayStation will be around for the long term. Some even 
went so far as to predict that Sony will take Nintendo to 
school and will be victorious. 

Everyone feels (or at least hopes) that the new 
system will be backward-compatible. That means that 
all of the controllers, games and anything else you enjoy 
using with your PlayStation will work on the new version. 

Taking that concept one step further, the ideal 
system would allow for an upgrade kit that you could 
purchase that would include all of the new hardware 
and chip additions without having to buy an entire new 
PlayStation. If this is a possibility, it would be a first in 
the history of gaming. Sony has already carved out 
some history for themselves. This would take them one 
step further and in my opinion, put them over the top. 

Enjoy the issue! 
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SYMPTOMS 


^ Uncontrollable 

compulsion 
to play Super 
Puzzle Fighter 


^ Obsession 
with color 
patterns and 
falling gems 


Victory 
induced 
Euphoria 


Extreme 
competitive 
tendencies: 
gloating, etc. 


Г WAR 5 

| GHLY 

| CONTAGIOU 
Continue 
regimen 


of frequent 
game playing 


^ Defeat friends 
repeatedly to 
relieve anxiety 


ХТ GENERATION 


www.capcom.com 


CAPCON is a registered trademark of CAPCOM CO., LTD. Super Puzzle Fighter is a trademark 
Ihputer Entertainment, Inc. Sega and Saturn are trademarks of Sega Enterprises, Ltd 


— = 5 


HYDROFOIL MODE: 
Approx. height above ocean surface: 5*5" 


| killer submarine. ¥ E 
A deadly drofoil. 


6" Mark-60 
6" Магк-65 
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6" Mark- 68 
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Hull pressure resistent 100 meters 


2060 A.D. The Red menace has resurfaced 
The sea boils with submar 
are dark with enemy 
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THE PERFORMANCE OF THIS PRODUCT HAS BEEN OPTIMIZED FOR USE WITH INTEL'S MMX™ TECHNOLOGY 2 e 
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FIND OUT WHAT YOUR 
FELLOW PLAYSTATION 
ENTHUSIASTS ARE 
CONCERNED ABOUT. WE 
TACKLE A NUMBER OF 
EXPLOSIVE ISSUES. 


SONY HAS ANNOUNCED 
THAT YOU WILL BE ABLE TO 
START DEVELOPING YOUR 
OWN PLAYSTATION GAMES 
USING THE NET YAROZE. 


Going Posta 19 


P.S.X. Rated 18 


THE TOUGHEST AND MOST 
ACCURATE REVIEW CREW 
IN THE BUSINESS TAKES A 
HARD LOOK AT SOUL 
BLADE, PLUS OTHER 
TITLES. 


P.S.X. Sports 


TAKE Я RIDE ON THE WILD 
SIDE WITH NAMCO’S 
NEWEST RACING TITLE, 
RAGE RACER. 


Now Pla 


MEGA ACTION. MEGA 
EXCITEMENT. MEGA MAN 8 
HAS ARRIVED, ALONG 
WITH OTHER GREAT 
TITLES. 


Under Construction 54 


TOBAL 2 AND TOSHINDEN 3 
ARE THE HEADLINERS AS 
WE PREVIEW SOME UP- 
AND-COMING TITLES. 


PlayStation 64 Feature 64 


Р.5.Х. NEWS SURVEYS ТНЕ 
DEVELOPMENT COMMUNITY 
RND ASKED THEM WHAT 
THEY WOULD LIKE TO SEE 
IN THE NEXT PLAYSTATION. 


P.S.X.Stratec 70 


IF YOU’VE HAD A REAL 
BATTLE GETTING THROUGH 
SOVIET STRIKE, LET US BE 
YOUR WINGMEN. PLUS 
TWISTED METAL 2 CHEATS. 
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City of Lost 
Children 


Cool Boarders 4 


Hardcore 4X4 


Heaven’s Gote! 


Hexen 
Independence 
Day (104) 
Mega Man 8 
NCAA Final 
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Four 797 
GameDay "97 
Nightmare 
Creatures 
Open Ice 
Persona 
Rage Racer 
Rebel 
Assault II 
Rush Hour 
Sentient 
Soul Blade 
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Soviet Strike 
Spider 
Tekken 3 
Tenka 

Test Drive: 
Off-Road 
Tiger Shark 
Tobal 2 
Toshinden 3 
Twisted Metal 2 
WCW vs. The 
World 


WE GIVE YOU RLL OF THE DETAILS ON 


TEKKEN 3, INCLUDING WHEN YO 
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CRN EXPECT ITS PLRYSTRTION DEBUT. 
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Wanna know 
everything there 
is to know about 
your favorite 
video game 
system? 
Drop us a line: 


Li 


todd mowatt(Zzd.com 
S май 


Going Postal 
1920 Highland Rve. 
Suite 222 
Lombard, IL 60148 
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| am a Tekken nut and ever since | got 
Tekken 2 for Christmas, my friends and I 
have been wondering aloud when the next 
version of this awesome fighter wil! be 
coming to the PrayStation. One of my friends 
neard that Tekken 3 isn't coming to the 
PiayStation and that it will only be coming to 
the Nintendo 64. That will really make me 
angry. Then | thought if anyone would know 
about Tekken 3 and when it 
will be coming out, it would 
be you guys. 
John Aramark 
irvine, CA 
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You and your friends aren't 
the only ones wondering 
about Tekken 3. We have E 
been hearing the Nintendo 64 
rumor as well. Let me say that this rumor is 
totally faise. We contacted Namco and asked 
them directly what their plans are regarding 
Tekken 3. They went on the record and stat- 
ed that Tekken 3 will be coming out for the 
Sony PlayStation, They did not say exclusive- 
ly, but at least we know that it is coming out 
for the PS. They didn't elaborate on a time 
frame, but be rest assured this game will be 
out late summer/early fall and we can't wait. 
To get you started on what you can expect in 
Tekken 3, we have a two-page feature that 
outlines what additions have been included in 
the new arcade game. Things may change 
and things may be added or taken out, but 
we were getting so many calls, letters and 


e-mails on the game, we thought it was our 
duty to share with you any and ail information 
we have on this great new game. 


Namco has conflrmed to 

P.S.X. that Tekken 3 will 

definitely come to the 

PlayStation later this year. 
- 


Do you guys have your own 
Web page? И you do, where can 
| find it? 

Jake Dubois 
Kirkland Lake, 
Ontario, Canada 


Our parent company Ziff 
Davis/SoftBank just inked a 
| deal with Video Game Spot, 
and we will be having our own 


ча ча ЧА ЧА ЧА ЧА ЧА W 


presence on that site. You can access Ше 
site by punching in the following Web 
address: www.videogamespot.com. 


I'm one of those people that gaming 
companies and the gaming press always refer 
to as early adopters. | just have to have every- 
thing new as soon as it becomes available. | 
have two questions for you and they are both 
hardware-related. | am looking 
4 for a new memory card and 
me some information regarding 
Щ the new version of the 
9 PlayStation that everyone 

١ keeps alluding to. When is it 
coming out and why is Sony 
even considering making a 
new system when the current 

я | system is just fine and it is 
doing very well for them. Their timing is bad. 
Adam Kelly 
Flint, MI 


To answer your first question, there are 
plenty of memory cards on the market. We 
have the scoop on one memory card that 
Datel has just released some information on. 
it offers 1 MB of game save storage space, 
which Is over four times the storage offered 
on any of the cards on the market today. 
Interact will be bringing the card to market 
under its own brand name and it will cost 
$29.99. As for your second question, there 
are two issues here. First of all, Sony has 
released a new version of the current 
PlayStation in Japan and ай they have done 
is make a few design changes to bring the 
cost of production down. Second, you may 
have heard rumors about a secret system 
that Sony is working on referred to as the 
PlayStation 2 or the PlayStation 64. We don't 
have any clear-cut information from Sony 
on this system yet. We did speak with 
developers and you'll find out what they had 
to say further in this issue. 


l've been hearing that Jurassic Park 2: The 
Lost World is coming to the Sony PlayStation. 
| have been turned off by games based on 
movies after | bought Batman Forever for the 
Super Nintendo, and now | am gun-shy about 


taking а chance on Jurassic Park 2: The 

Lost World and Independence Day. | rented 
Space Jam and it was cute, but | couldn't get 
into it. It's too much of a kid's game. Can you 
give me your early analysis of the aforemen- 
tioned titles? Should | or shouldn't |? I'm 
counting on you guys for the straight goods. 
You guys usually tell it like it is and aren't 
shy about giving us the heads-up if a game 
isn't that good. 

Peter Mathews 

Pittsburgh, PA 


Oh, the pressure that you guys bring to 
bear on yours truly is incredible and it's 
even giving me gray hair. Currently we do 
not have review copies of the games you 
want ínformation on except Space Jam. ! 
agree with your analysis on this game. As 
for Independence Day, this game is an 
average shooter that die-hard shooter fans 
will enjoy. It has some elements of Warhawk 


and some hints of Black Dawn. it has numer- 


ous missions with different objectives, as 
well as a large number of selectable fighters 
and incredibly detailed 3-D cities. We have 
an early preview copy of the 
game that has very few 
enemy fighters, so we can't 
comment right now on the 
level of difficulty that you will 
face. But 104 shows promise. 
As for Jurassic Park 2, 1 
traveled down to Dreamworks 
to look at the game, and it 
looks incredible; however, 

it was so early that ! can't 
comment on the playability at 
all. The dinosaur renderings 
look spectacular and are very 
detailed. The game should 
have the same level of detail 
as the film. The team that is 
working on the game has 
extensive gaming knowledge 
and they know how to make 
great-playing games. We can't wait to get 
our hands on a finished version of 
Jurassic Park 2. 


Sony's New PS Club 
My friends have all recently purchased 
PlayStations, and | bought mine awhile ago 
Recently they got a letter in the mail from 
Sony talking about the introduction of a new 
PlayStation fan club entitled PlayStation 
Underground. They said if they sent in my 
name as one of the people they constantly 
beat (which isn't true by the way), that they 
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would have a chance to win plenty of cool 
stuff. How сап join this club, and can you fil 
me in on some of the details? 

Doug Foster 

Ann Arbor, MI 


Even | got a letter in 
the mail from Sony at 
home talking about the 
PlayStation Underground 
promotion. Here's how it 
works: If you filled out 
your warranty card for 
your PlayStation and 
sent it in or sent in the 
questionnaire from one of 
Sony's first- or third-party 
games, you were by ай 
accounts added to this 
huge mailing list. Your friends asked for your 
name because if they send in names of 
people they defeat, they receive free min- 
utes on Sony's game hints line. The fan club 
{5 set up to give gamers information on new 
promotions. For some more information on 
what Sony is up to, you can take a look at 

ET www.Sepc.sony.com/scea 
on the World Wide Web to 
find out what kind of 
promotions you can expect. 
You can also check out 
www.videogamespot.com 
for ali of the latest 
PlayStation information in 
between issues, of course. 
As ! mentioned earlier, we 
will be a part of the Game 
Spot Web site and we will 
have plenty of details to 
come. But you can expect 
the same attention to detail 
that we pride ourselves on 
at our online site as we do 
in our printed publication. 
See you next month! 


Square Sports! 


I've been reading about Squaresoft 
making—of all things—sports games. Is 
this true or am | hallucinating? 

Jeff Griffin 
Sait Lake City, UT 


Square of Japan has come up with a 
brand-new sports franchise called Aques or 
Advanced Quality of Entertainment and 
Sports. Sony will be releasing five Square 
tities this year and there isn’t one sports 
game in the bunch. 
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Jurassic Park 2: 

The Lost Worid is 
stampeding onto the 
PlayStation and will 
be released the same 
time as the movie. 
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Most Freque 
asked — 


q. When is Finol 
Fantasy VII 
coming to the 
U.S., and who is 
bringing it out? 


it takes time 
to make the 
necessary 
chonges to the 
e like 
translating the 
text from 
Japanese to 
English and 
other tweaks. 


Ur add d LE И 


ххх 


* 


by Nelson Торис 


Some technica 


| details regording Met Yaroze 


The primary ingredients for making a Net Yaroze 
game: one black PlayStation system (with a 
boot СО, cables. and a memory card); one РС 


AL | 


(or Mac) with а usable C сотр! 
er, and a PAL or NTSC monitor 
or TV to watch ай the fur. 
Strongly recommended are soft- 
ware for creating/editing 2-D 
graphics and sound. The Yaroze 


kit isn't designed for programming newbies. 

A strong grasp of C is essential. Games 

designed and compiled on the PC can then 
- be downloaded ta the black PS (they can't 
de run on normal systems). Since coders 


can't transfer files onto CD, Yaroze otters no 
= support for FMV, audio Streaming 
off CD or executable 7 
game programs larger 
than 2 МВ 


ees 


all the 


Want to make your 
own games? Sony 
has the ticket for 
serious programmers 


This month, North American 
gamers will get the chance to tap into 
the PlayStation as never before—to 
make games, not just play them. 

The Net Yaroze, a Sony-sponsored 
project that gives "ordinary" program- 
mers the chance to create PS games, 
debuted in Japan last year. Since 
then, Net Yaroze members have 
made and shared games through the 
Internet. (For those keeping score, 
the word Yaroze, pronounced yah- 
row-zay, roughly translates as 
Че в do it!" in Japanese.) 

To make these games, members 
must get a fully operational black 
PlayStation that works with both 
PAL and NTSC monitors, and a kit 
that comes with the PC software 
and accessories to get started. 

Macintosh coders will need a 
different software package that 


stories, gossip 


must be bought separately. 

In one sense, this project revives 
a long-gone era when video games 
could literally be made in someone's 
garage or basement. 

Unfortunately, the black PS kit 
doesn't offer all the tools available to 
Icensed вате developers such as 
FMV and CD management. Still, Sony 
points out the programming toois are 
strong enough to make a game like 
Ridge Racer, or a level from games 
such as Tomb Raider and WipeOut— 
virtualiy any game that can fit within 
standard PS memor y. 

More importantly, Sony has set up 
a network of Net Yaroze members so 
they can trade and compare pro- 
grams, tips and even "team up" for 
projects. If a game looks promising, 
its writers might even be able to 
Sell it to a publisher for commercial 
development. 

Given the hefty initial investment 
costs for getting the kit (about $800 
in Japan), plus the complexity of PS 


Four № the magie number this month: First, rumors 
about Tekken 4, which is expected for the 64-Bit PS. 
Namco will use the CG models from its upcoming ant 


mated motion picture to design the 3-D fighters * Look 
fot the fatality-ridden Mortal Kombat 4 this September » And now to a fourletter 


ex ame redefines 
ug and play? 


in Asia) say —— 


In Japon, — kits add new dimension to Bandai robot fighting game 
Japanese gamers just get all the nifty PS games, don't they? 


A new fighting game from Bandai, ZXE-D Legend of Plasmatite, offers more 
than just bits and bytes. It also comes with four full-fledged robot model kits 
that—get this—actually plug into the PlayStation. Not only that, the model 

parts can be shuffled around into new combinations. Those 

changes directly modify the kind of fighter that the player uses in 
the 3-D fighting game. Depending on what parts the robot uses, it 
has access to various special moves. Dunng gameplay, robots earn 
additional points to power up their move lists. 
Since the game retails for almost $180 in Japan (and plays 
rather subpar, to boot), don't expect Bandai to bring it to 
the United States anytime soon. 

Still, for PS gamers who happen to be mech 
model freaks, this is certainly 1 
one product that kills two 


birds with one stone. 
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This supersized memory card (below) 
links the models to the 

console; plus, it saves 
game data. At right, 
two built-from- 
scratch models 
square off. 


and latest news related to the 


game programming, the Net Yaroze project tar- 
gets experienced C coders. Readers unfamiliar 
with C shouldn't think they can buy a kit and 

expect to code a level of Crash Bandicoot in a 


layStation. 
http://cool. 


at B. + TEN 
can play the poor man's version of Crash 
Bandicoot for free! Your quest? Explore 
Crash's good ol' stomping grounds to find 
seven gems and his main squeeze, Tawna. 
The Web adventure features several nifty 
Shockwave-based minigames to boot. 


PS.web.site 


, you 


week. (If it were that easy, everyone would be a 
PS developer!) 

In future issues, the S. X. staff will 
investigate in detail this "flip side" of PS video 
gaming, once the Net Yaroze kit comes into the 
offices—the staff even hopes to craft its own 
PS game. Stay tuned for further details... 


SCE branches unite! 


Sony Computer Entertainment 
nas dec.ded to "consolidate" own 
ership of its operations in North 
America and Europe back to Japan. 

By placing the PS brain trust 
under a single roof, SCE will have 
better leverage in guiding the glob- 
al strategy for the 10-million-plus 
PS systems sold worldwide. 

In a company statement, SCE of 
America's Kaz Hirai called the 


transfer of ownership "a highly 
effective way of integrating the 
global PlayStation operations. 

"Now that the reporting 
relationships will parallel the 
working relationships, we can 
better concentrate on expanding 
the PS' leadership in North 
America and the world," the chief 
operating officer stated. 


s the initíais, then enter “ҮТЕР!” at a 
—— conde nacer чате 


A final note: Р.5.Х. has a spankin’ 
new home on the Internet! See it at 


mo Mam ١ ar ac o^ 


Moximizer Joystick 
Nyko Tech. $49.99 


he Py tto 


* This puppy 
sports a button cluster that 
rotates 270 degrees to adjust to a 
player's preference. Plus, it has 
auto and turbo fire switches for al! 
buttons (except L2, oddly enough). 
Rounding out the package: a huge joystick, 
slow-motion switch and suction cups under 
the base to prevent slip-'n-slide. 


Fighter Stick V Jr. 
Ascii (Japan) 539,99 


e Bottom Line: Р.5.Х. suspects 
this 1$ the Joystick controller many 
gamers now pine for. Currently out 
in Japan, this pad eschews frills 
such as turbo fire; rather, the focus 
is on making a simple, yet sturdy 
arcade-style joystick with super-sized buttons. 
Hopefully, Ascii will be able to offer this 
peripheral in North America as well. 


Command Stick PS 
Hori (Japan) $69.99 


e Bottom Line: Hori’s previous 
arcade stick was built to withstand 
maximum damage. Now, the stick 
is adding brains to its strong body. 
The stick features an LED screen that 
lets users program special moves (two 
more buttons have been added to store 
them). Currently, it's only out in Japan, but 
some import houses may have it availab:e. 


Cobra Light Gun 
Nyko Tech. $39.99 


[he Verdict: Some guns kill; this 
Eun overkills. That's a good thing; 
when it comes to terminating video 
game nasties, one can never have 
too many bullets. The Cobra offers 
programmable autofire from one to 15 
bullets, so players never need to shoot off 
screen again. Add to that a rapid-fire switch, 
and you've got a mighty potent submachine 
gun. Only gripe: It's a little heavy. Rat 9.5 


in progress 


Mach 1 Steering Wheel 
Rscii Ent. $59.99 


‚| FS. x. showed 
off this super steering wheel ав! 
month, but more details about it 
popped up after Ascii announced 
t will bring it to the United States. 
Here's the skinny: The wheel has а 
special thumb pad on the left and turbo fire 
buttons on the right. Not pictured are two 
pedals tnat'll come with the wheel. 


Trans Ploy Controller 
Nyko Tech, $29.99 


The Bottom Line: That blue hue 
you view is actualiy see-through! 
This clear controller offers the 
familiar control layout, but adds 
slow motion and independent turbo 
fire to its resumé. LEDs show which fire 
buttons are turbo-fire ready. 


PlayCommander 
Unknown $4.99 


пие Bottom Line: 1996's “Why 
Didn't | Think of This Before" 
award should go to this cheap yet 
oh-so-smart piece of plastic. Stick it 
on top of the standard PS pad, and 
never complain about crappy diagonal 
movement again. Plus, there’s no need to buy 
a brand-new controller. Р$.Х. expects some 
company will bring this bright idea over here. 


Gomepad 
Alps Int. $39.95 


' * Don't call this pad a 
replacement controller, because 
this is one pad you'll never want to 
replace. This top-of-the-line PS pad 
features an eye-catching design and 
an oversized comfortable rubber grip. 
Keep an eye out too for a limited edition of 
this controller that sports an all-red color. 
Only gripe: Keyboard-type players 
may not like the button 
layout. ! 9.5 


9 the near future, mankind has conquered dimensional travel byt 
the Poof we lave opened swings both ways. The peaceful city yes 
have grown up in has become a haven for dark creatures from 
mother world-— Demon Now it'« up to you and your friends to 
harness the hidden power within you by entering the fantasy 
game known as Persona. | 


You awaken with incredible abilities that you will need to defeat 
the scores of Demon invaders and cleanse the land of their forces. i 
Converse with them before doing battle ro derermine your best 

сошъе of action. Fight them or enlist their aid in your mission. 

Either way, you are set for the fantasy adventure of a lifetime! 


— - 3 
— pecial Neat ares 1 
e Based on the ultra:popular, mega-hit, Megami 
Tensei semes- first time to hit US shores 


е 100+ hours обрыве pounding gameplay 
* Over 300 different monsters ro do battle with 


* Morph any member of your party into а 
more powerful source known as “Person 


Fight your way to onc of many endings es 


— o m н S o Bih: а UTD. Ай Fights Reserved. PlayStation, е PM t 
Сей 1-800-771-3772 for Game Rating Information. 


NFL 
GAMEDAY ?97 


"NFL GameDay '97 is the football game of the year.” 


15 finally here and congratulations to Sony for creat ng 
the most welHoundec football product ever made for 
any gaming system. Sony did their homework, talked 
some trash early on and played Madden 97 blind- 
folded. But they did what they set out to do—they delivered a 
better game. You can play defense in this game and you can't find 
too many plays that you can run over and over for big yardage. If 
you think you've found a money play (except on the easiest 
setting), the artificial intelligence in GameDay will get wise to what 
you are doing and shut you down. As for offense, this is where the 
innovations really begin. In the middle of a route you can get the 
receiver to cut it short or change the route in the middle of the play. 
The ability to do this is a first in any 
console video game and separates 
GameDay '97 from its predeces- 
sors. If you already bought Madden 
97 and thought you had the best 
football game for the PlayStation, 
think again. GameDay 97 is the 
bomb. The only criticism that | have 
is: What was Sony thinking when 
they released NCAA GameBreaker 
College football before they released GameDay 97? 

This was tne biggest mistake Sony made in my op mon, In terms 
of gameplay, there 15 very little if anyth ng that | could find wrong 
with this game. We have been playing the heck out of it trying to 
find someth ng wrong. Most of the prob ems we nave with tnis 
game are cosmetic and very minor. Sony #5 tne king of the gaming 
gndiron this year and they handed Madden 97 a 1055 


TODD’S FAVES 


1444 Наз been hitting the waves 
tuite-a bit lately with Single 
тас‘ hot racer, Jet Mote 
He's also quite taken with 

та Рете0? ^?7 ond GameDay OY 


Developer: Sony tht. Publisher: SCEA 


* of Players: 1-8 Type of Game: Footboll Memory Card: 2-12 slots ipe 
Grophics Sound Originality Gameplay 


Counterpoints 


This was one of the most anticipated games on my list 
and I'm really glad this sequel delivers the same or even 
better impact as Ше original GameDay title. The over: 
all gameplay has greatly improved. Various new offen- 
sive and defensive plays offer depth to the gameplay, 
Like what Todd Said about the routes of receivers, you 
can break off from your original route and do a hitch ог 
slant and the ОВ will still throw at your numbers. | do dis- 
agree witn the NCAA GameBreaker thing. That's anotner 
whole game and that's another story. | have to admit, 
though, this barely beats Madden 97 in my books. 


dindo 


* 


"Statio" 


Sony has outdone themselves this time. GameDay '97 
has more options than any other football game on the 
market. The innovative passing system is the most 
impressive feature to this years’ version. It's great to Á 
be able to break off from а pattern and still have the 
quarterback hit you in stride. The Al gives you some of V 
the toughest defense that l'vê ever come Up against. |t j 
seems to me that everybody wants #0 know how this е 
stacks up to Madden 97. Well, with alf the great new fea d 
tures, | still find Madden 97 more enjoyable to play. But av 
football zealots will definitely want to put this to the test. 
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Missile Command™, Super Breakout and Tempest 


Tempos 


1981 Atari Corporation. АЙ rights reserved 
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Having spent a little more t'me with it, | have to admit 


that my first impression didn't do this game justice...but 


it's still no Tekken. 


Granted, the attacks in Soul Blade (called Soul Edge in 
Japan) are much less compiex tnan in Tekken, which make 
the game easier to pick up for the first-time gamer; combos, 
for example, can now be pulled off simply by pressing all 
three attack buttons simultaneously. Unfortunately, this will 


probably lessen the replay value 
for more seasoned fighting 
veterans. The higher difficulty 
levels heip a bit, but when the 
basic fighting engine is so 
simple, the game can get 
monotonous after a lot of play. 
This game does have a lot of 
Eood points, however. One of 
these is the Edge Master Mode, 


| 3 


a kind of Puzzle Mode which forces the player to fight with a 
particular handicap. For example, certain enemies can only 
be beat by knocking them out of the ring, while others can 


suffer damage only while in the air. 


had high hopes for this game, the next fighting 
title from the creators of Tekken. When | played 
it in the arcade, however, | was disappointed by 
the jerky movements and the simplistic controls. 


JOE'S FAVES 


Puzzle Fighter is still the доте 
that is draining most of my time. 
Also up there: Rage Rocer, Tomb 


The Practice Mode is done particularly well, also; instead 
of standing passively, the enemy can now be activated so 
that the practice is more like actual combat. All in all, this is 
a quality fighting game that's a bit too simple for my tastes. 
If you like to have to practice to do well in fighting games, 


Raider and Tekken 2. 


this is not for you. 


Developer: Namco 
# of Ployers: 1 or 2 


The opening cinema alone is worth the price of admission. 
| can't wart for Namco's movie! | agree with Joe that Soul 

Blade's attacks and combos are extremely simplistic, but 
mm there ıs room for ай Kinds of fighters in most gamers 
libranes. If players want а break from a highly technical 
fighter, such as Тоба! No.1, they can reach for Soul 
Blade. The characters have tons of moves and are nicely 
designed. Named Sponsored а contest in Japan in which 
people could design alternate costumes for their favorite 
fighter, and the winners' designs were actually incorporated 
into Soul Blade. My only question is why weren't Amencan 
fignt fans allowed to participate? 


Publisher: Namco 
Type of Game: Fighting 


Originality 


Counterpoints 


Overall 


Memory Cord: 1 slot 


Gameplay 


Soul Blade does fall short of Tekken 2, but the variety of 
options makes up for ſt. The addition of weapons is prob- 
ably my favorite feature Of the game. The fighting engine 
allows you to do very well by just randomly hitting but- 
tons. This will-be disappointing for fighting enthusi- 
asts, but makes the game very enjoyable for those of 
you who just like to beat people up. The game is visu- 
ally stunning and is packed with original moves, charac- 
ters and great’music. Getting a glimpse of the opening 1 
cinema should give you an idea of what you are in store 

for with Namco's latest fighting title, 
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his 30 corndor based slasher is standard fare for ia 
software, designers of Wolfenstein 3D and Doom, 
the games that started the corridor craze. This time 
around, the game Is set within a medieval world, and 
characters are equipped with weapons like maces, axes and 
hammers, as well as a number of spelis and magical items. 
А few new additions, such as the ability to jump and fly, add an 
extra dimension to the game, but the enemies, graphics and level 
designs will look very familiar to players of id's earlier megahit. 

The main distinction between Hexen and Doom is the choice 
of characters. in standard RPG fashion, players are given a 
Choice between three different classes of characters: the warnor, 
the cleric and the mage. Each 
has different strengths and 
weaknesses, as weli as 
class-specific weapons and spells. 

The thing | liked most about 
Hexen was the fact that the 
enemies appeared a great deal 
smarter than in most other corridor 
shooters. Some monsters block 
attacks, others dodge behind obsta- 
cles, and some even split up to surround you and attack you from 
all sides, rather than simply lining up to get hacked down, 

The bottom line is that there just isn’t enough new here to hold 
my interest for very long. A collection of only four different weapons 
per character and a limited number of different enemies means 
that monotony sets in pretty quickly. 

This one is for those who want King's Field with more action and 
less story. Rent it before you buy. 


ALSO TRY... 


For another first-person RPG-style 
experience, try King's Field and 
King's Field II. For a better take оп 
the 3-D corridor shooter, check out 
Disruptor or Codename: ТепКа. 


Publisher: GT Interactive 
Type of Game: RPG/Rction Memory Card: 1 slot 


beveloper: Raven Studios 
* of Players: 1 


Overall 
mmm ду 


Graphics Sound Originality Gomeplay 


Counterpoints 


| agree with Joe that all Hexen really has going for it 
iS improved enemy Al. The graphics are particularly 
disappointing. The enemies аге heavily pixelated 
and have surpnsingly few frames of animation. 
Additionally, the levels all have a grainy look that 
makes Hexen а real eyesore compared to some of 


| assume Joe speaks for players tired of the Doom 
inspired genre. I'm not one of them; thus the higher 
score. | love the abundance of secret areas and items 
in the game. Plus, the levels contain many puzzle- 
solving elements, making the gameplay more than 
just “see monster, kill monster.” Yet graphically, this 


the high-res stuff we've seen lately on the PlayStation. 
Also, this whole gothic thing is getting rather old. Hexen's 
demonic references and imagery may have been good 
for some shock value a few years ago, but today it’s 
rather trite. Finally, the level qesigns are unimaginative 
compared to Final Doom. 


game could stand improvement. Monsters look too pix- 
elated up close (a problem that has been solved in other 
3D games) and glitches literally pop up (such as mon- 
sters from behind walls). Overall, it has decent gameplay 
but май looks: a game I'd date, but couldn't marry. 
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"o MUBTUMS PRE COMING TO” = 
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Drop that гето в. Two action-packed Star Ways games have arrived - specially enhanced far № 

+ + PlayStation® game consote. Bark forces“ surreunds you with its visceral brand af first-person fie 
power, while Rebel Assault il: The Hidden Empire" launches its perfect combination ef live-action 
„bideo and intense space combat; Tue thrilling Star Wars experiences both designed IF take marinum 
advantage of the power found in Sony 5 stellar game system. Who said there's nothing good on TU? 


“One of the most innovative RPGs to come along in some time. 


moving, outdoors. 


То me, the most intnguing feature of this game is the moae 
which allows players the option of negotiating with monsters 


instead of fighting. Players are 
presented with a four-way graph 

of the monster’s emotions, and 

the object is to get one particular 
emotion to dominate the сгеашге 5 
disposition. For example, if you can 
build the fear in certain monsters to 
a high enough level, they will flee the 
battle, Others, if you arouse their 
interest, will offer you a gift. These 


E. 


can range from weapons to magical tems to substantial amounts 


of expenence points. 


As is the case with most games translated from Japanese, 
there are a number of translation errors which affect the enjoyment 
level of the game. But | was surprised with the accuracy of a lot of 


the dialogue. 


All in all, this is a game that any fan of role-playing games will 


want to spend a lot of time witn. 


‘Developer: Atlus ` Publisher: Atlas 
Type of Game: RPG 


# of Players: 1 


Graphics Sound 


I'm not really fond of this game, not like the other folks in 
this review. Walking through halls and corndors while 
being attacked by random wandering monsters is not 
what | like in ап RPG game. Plus, the overview of the 
| city is just too modular, not interactive. I'm more into 
7 old-fashioned RPGs like the Phantasy Star series and 
the Final Fantasy series. Yes, the game has some 
great points in relation to depth and the amount of inter 
dindo action with the monsters. The pursuit of upgrading your 
Personas is the very element of the game. The dialogue 

does get a bit comy, but all of that just adds to the 
modern RPG. 


his is one of the more innovative role-playng games 
to come along in quite some time. With rts extensive 
gameplay and multiple viewing angles, this game offers 
more variety than the standard console RPG, instead 
bringing to mind the classic Ultima series on the PC (a senes tnat 
|, for one, would love to see continued on the PlayStation). There 
are three main viewing modes: The isometric view is used for 
individual rooms and also for the combat screen; the first person 
point of view is used when traveling through hallways within the 
game's many mazes; and the overhead map view 15 used when 


Originality 


Counterpoints 


PERSONA 


ALSO TRY... 


Yes, the PlayStation is still light 

on RPGs. If you're hungry for more 
of this type of game, give 

Suikoden a try, or hold out for Final 
Fantasy VII, due out later this yeor. 


Overall 


Memory Card: 2 blocks 


Gomeplay 


| wholeheartedly agree with Joe. Га like to reiterate two 
points he made in his review: The 3-D graphics are very 
solid, and the battle sequences offer so many options 4 
that players will have а ball experimenting with all of Ё 
them. My nitpicky gripes: slow animation with some | 
monsters in battle, and slightly sluggish control in the 
3D isometncviewed rooms. What prompted me to 
proffer a higher score than Joe, however, was the game's V р 
intncate, ode story line (it reminded me of The 

X-Files). Endings сап vary depending on choices made n el son 
during the game, which enhances replay value. 
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laying Rebel Assault Il is like playing a movie. This 15 
not, however, an altogether good thing. Granted, the 
cinematic sequences are perfect, the sound effects 
are deacon and the music is a CD-quality reproduction 
of the original film score. However, the problem is that the 
gameplay leaves a lot to be desired. Now, the thrill of being 

fully immersed in the Star Wars universe almost makes up for 

the superficial gameplay—but unfortunately, the key word here 

is “almost.” 

If you're a fan of Star Wars, there are a lot of things to like 
about this game. You'll see autnentic costumes, vehicles and 
locations drawn stra.ght from the Star Wars universe, all presented 
erther in stunning laserdisc quality 
FMV or in high-resolution 
rendered animations. 

If you're a fan of deep, thought- 
provoking, challenging games, 
however, this is not the title for you. 
You see, it's so mucn like a movie 
that there isn't really a whole lot of 
freedom. Much of the movement 15 
on a “rail”; that is, you have a 


preset course through, say, an asteroid field, and you have a very WO R D $ TO LIVE BY 


limited space to dodge oncoming rocks. This makes it somewhat 


frustrating to play, since the rail will often take an unexpected turn, "You con't win, Darth. If you 

caus ng the player to veer inexplicably into obstacles. strike me down I shall become 
Altnough it's a significant improvement over the orig nal Rebel more powerful thon you can 

Assault for the PC, on the whole this game doesn't offer enough of possibly imogine. 


а chalenge. It's worth a rental to kill an afternoon, and it's a mus 
for die-hard Star Wars fans, but that's about it. This is a fun, but 
vacant game. 


Developer: Factor 5 Publisher: tucosfrts 
* of Players: 1 Type of Game: Shooter Memory Card: 5 slots 


Sound originality Gameplay 


Counterpoints 


Joe makes some valid points, but | think his review was | surely think that if there's a Star Wars label on some 
a bit too much on the dark side for my tastes. | agree thing, that product woald.sell, put the way things are 
some levels аге 100 linear and dull (namely the shoot with this game it would take more to get Star Wars fans 
ing levels). Бий! really enjoyed the flight combat mis- to fight for the Alliance. First of all, the game is just too 
sions, whıch I feel do have replay value. As far as cor iinear. The game tends to get repetitious with the set 
trol goes, ап like how the shooting cursor also paths. If there was a way that you could fly or venture 
controlled fight in some situations; greater use of al п a 3D environment with all the flight and corndor 
7 top shift buttons might have offered а better solution. scenarios, this would make the game comparable to 
ў However, wnat Sells this game is ſts Star Wars theme, that other Star Wars game. RAZ did improve over its 
plus the outstanding graphics, music and story те. As predecessor, but once you're able to complete the 
a Jedi wanna-be, that was enough to reel me in. game, you probably won't want to play it again. 
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АКЕА 51 


"Rn adequate adaptation of the arcade shooter. No more, по less." 
r | - 


— 


he PlayStation version of Area 51 is an adequate home 

adaptation of the arcade shooter. No more, no less. 

If you liked the arcade version and own a light gun, 
Area 51 might be for you. Otherwise, pass. 

Unlike other recent gun games, Area 51 features 
prerendered backgrounds омейа: with 2-D digitized spntes. The 
result achieved mixed results; although the backgrounds are highly 
detaied and pan smoothly, the characters do not “inhabit” their 
surroundings convincingly. The most famous gun games of late, 
Virtua Cop 1 and 2, had polygon characters and backgrounds. The 
result was more convincing in my opinion. The роувоп cnaracters 
would clutch whichever part of tneir bodies was hit, resulting in 
great death animations. Area 51's 
enemies explode the same way 
every time. 

The action in Area 51 is fast 
enough to hold the player's atten- 
tion. The enemies are numerous 
and offer the occasional surprise. I 
liked the fact that there were a few 
enemies who were in such difficult 
places that it took several plays to 
hit them. The inclusion of hidden health and weapons icons has 
added to the replay value. 

The PlayStation version of Area 51 needed some improvements. 
Most obviously, Area 51. needs more levels, such as the driving 
sequences, to be a better purchase. A better variety of power-ups 
and enemies would have made the game more interesting. 
Additionally, the inclusion of more polygon Bosses witn тийре 
weak points, such as the end Boss, would break up the 
monotony a bit. 


ALSO TRY... 


Unfortunately, there currently 

ore no really good gun gomes for 
the PlayStation. If you like onime, 
you might wont to check out 
Horned Owl. Otherwise wait Рог 
Namco's Time Crisis. 


Publisher: Williams 
Type of Game: Shooter 


Developer: Williams 
& of Players: 1 or 2 


Overall 


Pu 


Memory Card: 5 slots 


Graphics Sound Originality Gameplay 


Counterpoints 


I'm a huge shooter fan and 1 enjoyed the arcade version 
of this game. | agree with Gary on some of his concerns 
about the graphics and the overall look of the game. 
But | had a blast shooting my way through the game. 
| liked the fact that this game was Challenging and 
that aliens popped up in the most unlikely of places. 
If | wanted а row of ducks to pop up in front of me I 
would have gone to a fall fair. This game held my inter- 
nest in much the Same way аз № arcade cousin. The 
arcade game looked better. The bottom line is that if you 
are a fan of arcade shooters, you will definitely want to 
give this game a try. If not, pass on this one. 


Amat. 
me م‎ 


There's something about shooting games that Just turns 
me off. | mean, | was a big fan of Duck Hunt, but | have a 
feeling that that Was largely due to the novelty of it all. 
Well, | hate to say it, but the novelty has now officially 
worn off. The only thing that redeems these games 
are the little touches that the developers add, like NSS 
what Gary mentioned in Virtua Cop, or the ability to 
destroy everything in Die Hard. Stil; some gamers 
may enjoy playing gunslinger, and this game does offer 2 
some pretty fast paced action. If you have а iight gun, 
you'll probably want this for your collection, but don't buy 

one for this game. 


WITH ТЕККЕМ 2, OUR GAME DEVELOPERS CREATED 
THE GREATEST FIGHTING GAME ON EARTH. 


BUT THIS TIME, THEY WERE LOOKING FOR 
SOMETHING WITH A LITTLE MORE EDGE. 


1 If you thought Tekken 2 ' 
4 was tough, take a stab 


be transported back to the l5th century Then, you'll 


Мане: the Critical Edge 
for some pretty 


Pvastating. zem 


encounter ten of the world's most awe-inspiring 
warriors as they engage in bloody pursuit of SoulEdge - the ultimate weapon. 


‘But, since only one warrior will find it, the battles are fast, fierce and furious. 


he characters battle fiercely 
га сан. Arme 


Intensified by the fact thar the 
warriors càn fight with a huge 
arsenal of intimidating weapons. 


Not со mention glowing 
V 


ii motion blurs, an 
V 
d 
S 
authentic weapon-to- 
p 


А 
u) 
© o 


‘ | 
4 
и weapon combat system, polygon 


or. 
characters, real 3D backgrounds 
Beautiful polygon characters am 
and à host of other awesome featu fees 


ou may want to wear Am 


No wonder Soul Blade is a cut above. 


Dienst alme: MORIS Opening 
"ad inematics are зиге to get any warrio 


E pumped and ready юг басе 


— 


With a flash of light and 
thunderous sound, blades meer with 


weapon-to-weapon recoil action 


САКУ 5 FAVES 


Boss' awesome plotformer, 
Spider, really ensnared me. I also 
hove been going old school with 
Namco Classics 3 ond 4. 


Developer: Williams 
в of Players: 1-4 


Graphics Sound 


The basic premise of this game is easily explained. Take 
МВА Jam and add се, Williams took this game and 
added several features of its basketball cousin. 
Realtime hockey simulation fans won't be too 
impressed with the way Open ice looks or plays. This 
game is a direct conversion from the arcade game. If 
you enjoyed the ong a NBA Jam and аге a hockey fan, 
then you will want to take the ice with this game. The 
players do look a Не bit too cartoony and the game did 

't exactly have me sitting on the edge of my seat, but it 
'as plenty to offer casual fans of the game of hockey. 


"Only fans of the arcade version need apply." 


Publisher: Williams 
Type of Game: Hockey 


Counterpoints 


OPEN ICE 


he PlayStation version of Open ice is essentially a 

carbon copy of a mediocre arcade game. Billed as NBA 

Jam on ice, the game features high-speed, three on 
tnree hockey action. Like Jam, Open Ice contains a 
vanety of reaHife shots, such as one-timers, as well as more 
fantastic player animations, like flaming siapshots. 

Visually, Open Ice is an appealing game. The players are simple 
2-D digitized spntes, but they are large, colorful and contain a high 
number of frames. The goalies, who perform a variety of pad, stick 
and glove saves, are particulary welkanimated. In fact, Open Ice's 
players look so nice, they are a welcome break from the blocky, 
stiffly animated polygon players we've seen in many “next-gen” 
sports titles. 

The biggest strike against Open Ice is 
$ that rt is almost totally devoid of strategy. 
In fact, a total beginner can compete 
with more experienced players simply 
by smashing buttons. Most owners of 
32-Bit game systems expect depth in 
1 Sports tities. If you are such a gamer, 
you'll want to steer clear of Open Ice. 

My second complaint is that you have 
complete control of опу one of your team's three players. You can 
direct the other forward to pass or shoot the puck, but you cannot 
control where he skates. Even worse, you have virtually no control 
of the goalie. I'm sure Williams would argue that the speed of the 
game prohibits manual control of the goalies, but rt could have 
been included as an option. 

Only fans of the arcade version need apply. 


Overall 
— di 


Memory Cord: 1 slot 


Originality Gomeploy 


| wasn't a big fan of the arcade and I'm not at all 
impressed with this PlayStation version. Yes, | can get into 
the МВА Jam thing, butthe hockey perspective is not my 
cup of tea, and | love hockey. There is no gameplay 
involved in this game. A no-brainer can figure this one 
out. Take the puck and score, Score, score and score 
some more. Yes, the players are wel-animated and are 
very much the eye candy of the game, but that's all you 
get in this three-orthree hockey game. | don't know what ре r 
these other guys are thinking, especially Gary, but hey— 

no one's perfect. Open Ice doesn't get my blood pumping, 


— 
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iger Shark tries to be an underwater version of Warhawk 


but u lately falls Ww snort of the Stator * 
eatures an open 3D 
varie allenging 


iggish 


Like Warhaw 
environ 
missions and 


Sc 


ffic 
Tige r Shark ¢ 
visual extras, ‹ 1001S 
егп; i Ne 
t е! АО 2 Г n 
to challenge ed pl 
- < уе 
tt 
Jt ке 
тюу 
to 


m behind. 
Unfortunately, T 
enemies seem to regenerate 
endlessly, making it impossible to 
"weed" them out before completing 
the main mission objective. Instead, 
you have to rush to each principle targe 


absorb a greabceal of BONUS TIP #1 


punishment ist restart еасі fel, : 

destroying Als st weapons lack Enemy subs creote o wake behind 
good tracki e xevioad. them thot makes it hord to pilot 
Ik CT Š your craft. Better take the direct 


If GT Interac’ со lave fine-tunex trol: added more 


intense 


opprooch and meet them head-on. 


Developer: N-Spoce Publisher: GT Interactive Overa | 
# of Ployers: 1 Type of Game: Shooter Memory Cord: 1 siot | à ast Ў | 
р | 


Graphics Sound Originality Gomeploy 


Counterpoints 


Unlike Gary, | really enjoyed this game. The endless по This game, with its relentless speed and endiess stream 
stop action ke : > t me you are ids me of some sort of 3D Gale 
g. Unli 


playing. 


; at the game fron perspective, yoL 
the actio! e п might find ıt a їе easier to enjoy than if you think of 
and challenging f T t eas t as a flight simu atortype game. Yes, it's less than 
that's what as it so muc ( у. | like аспан realistic, but that obviously wasn't the intention of the 
lenge and Tig ark delivers Ша егте. | don't like developers. The trois can take а "Же getting used 


the fact that v you are dest you have to restart to. but once yol t's not too difficult to maneuver. The 
at the beginning ach level. An easy fix for this would bottom line here is the спа! ff you're easily frustrat 


заме been to have a midway save point like other titles. | ed, however, steer clear of this game. This is one for old 


) agree with Gary that there could be more weaponry. school shooter fans who want а "Ще something new. 


ardcore 4x4 Is one of the better offroad games avall- 

FI able for the PlayStation. The four wheel independent 

suspension and reabworld vehicle physics make the 

game highly realistic in terms of graphics and gameplay. 

Hardcore 4x4 is a little lean in terms of technique, but who wants that 

in an offroad game, anyway? The way to win is simply to muscle past 
other trucks, hopefully causing them to roll in the process. 

Hardcore's graphics are above-average, but nothing stellar. | have 
a slight gnpe with the hyper pixelated mud and dust effects, which 
look fake and make it difficult to see the track ahead. Maybe that 
was the point, since mud does cut down visibility in real offroad 
racing, but it still was annoying nonetheless. The inclusion of 
variable weather effects and both 
day and night versions of every track 
definitely is a plus. 

Control of the vehicles is superb. 
The trucks realistically bounce over 
the rocky terrain, taking the 
occasional spill. Also, the handbrake 
feature really helps on those nasty 
hairpin turns. The only control 
problem is the reverse, which 
involves the use of the L1 button. The reverse was not very inturtive 
and was aifficult to use in tne heat of batt e. ALSO TR Y, = = 

Hardcore 4x4's biggest fault is the total lack of a two-player option. í + к А 
Racing games are most enjoyabe when you can go up against a lee ee لد يي‎ = чал 
friend. Additionally, many secondgeneration PlayStation racers are facing games available for the PS: 


beginning to feature open. “go anywhere" terrain. That would ое ван i , ES 
particularly nice in an offroad game | ке Hardcore 4x4. Oy: ا‎ i Ls es 9 


Developer: Gremlin Interactive Publisher: ASC Games Ove rall 

в of Players: 1 Type of бате: Rocing Memory Card: 1 block a. 
ay ЧЕ 
b. 


E. 
4 


Sound Originality Gomeplay 


Counterpoints 


When | saw an early version of this game | wasn't all The scores for this game are pretty balanced. The indepen 
that impressed. But now that | have. played the finished dert suspension on your monster true 15 realistic as well 
version, all | сай Say IS hang onto your hats. There ае as the physics on terrain condition effects. For beginner 
six challenging Courses that each has its own distinct players, it may take some time to ват the fundamen- 
challenge. ff you аге ап avid offroad buff and enjoy tals on now to u your truck, but that’s what you get 
offroad racing? you should give this game а try. The if you want realism in а game. Agreeing with Gary, visu- 
game емей features four-wheel independent suspen- als аге not exceptional, but they do deliver their purpose. 
*. sion and eath Of the five trucks handles incredibly well The detail in Weather conditions as well'as the night and ; 
„ yj „gj except in the snow. TME thing that HOGS this game back is day races add realism to track conditions. Being sponsored ре og 
the lack of a two-player option. Racing games need two- — by TNN, | was hoping you could listen to some downto-earth 

player interaction for replayability more than anything else. country music on your radio...oh, well. 
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This rugged and mighty off-road ` 
behemoth can conquer any terrain. Well balanced off-road ability and on-road 


L ав handling keep the Jeep in every race. 
and Rover | 
Defender 90 Chevrolet 


5 m K1500 271" 


Quick and agile, this V8-powered mei 
import can negotiate the tightest Extraordinarily powerful and surprisingly 
spots due to its compact stature. controllable-a true off-road monster! 


p" 


»— Conquer The World's 
Most Wicked Terrain! 


— 
= 
| , 5 ан Three unique environments: 
Desert, Snow, and Forest affect 
— | the way your car handles and 


maximize gameplay. 


Four ways to race: SINGLE RACE, 
FULL-SEASON, CLASS LEAGUES. 


View the action from 
any of 9 camera views 
selectable on the fly! 


| Engage in wild MULTI-PLAYER 
| } | ACTION via network, modem, or 
——— split-screen racing. 


= Jike Need For Speed in an off-road environment" 
-Computer Gaming World 


TEST DRIV 


OFFE-READ 


Тез: Drive is a trademark of Accolade, inc. © 1996 Accolade, inc 
* 1.80 5 PT Elite The Lad Rover 
To order direct сай: 1-800-245-7744 —̃ D— Ehe Syste. The Land Не 


| TO ij у under license. Hummer and Humvee are the registered trade- 
m та marks of A.M. General Corporation. JEEP and Jeep grille design 
! а (X tg Та 5 are registered trademarks أن‎ Chrysler Corporation, U S.A. and 
1 \ ١ — А -— Ж sre u under icense. OCHRYSLER CORPORATION 1998, 
«xu | Chevrolet K-1500 Z71 and Body Design are trademarks of 
PlayStation à Chevrolet Motor Division, General Motors Corporation, ueed 
— CONTEMT RATED ИТ aww.accolade.com 
тҥш 


under license by Accolade, Inc. The Need For Speed is а trade- 
mark of Electronic Art= 
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March Madness 
arrived, and this 
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‘There may be other 
“college bosketboll sims 
on the market, but 

‚ Mindscape's NCAA Final 
Four '97 is the only 

-öne to feature both 
NCRR and Finol Four 

' licenses to fully 
capture the insanity 
of the March Madness 
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A. 


emo 
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—the time of year 


Rock the rim with more than 50 
motion-captured dunks! 


oor 


> MINDSCAPE | 


inal Four ’ ЗА 


ап 5 thoughts howe 
sketball! were 
Fo 7 
even у such 
e 1 Jefens 
38 he 
ell h uch 


means 


defensi 


ises to 
nent of the March 


stadiums 
ourts with 
them, but 
wn to the 


are 


tournament. What this 
meons is that gamers 
are able to recruit 
players to play for 
actual college teams. 
NCAA Final Four 97 
does not utilize 

actual ployer 

names or their 
corresponding 


aptured 


They 


as it is in 
Coach's Mode 
create their owr 


substitutions and с 


calling specific 
you won't h 
from the action 


The realistic touches don't end there, 
. The movements 


of real players 
to animate NCAA Final 

n players, including 
head tracking, 

and backing4n on 


у. Players will side-step from a 
ather 
forward like many other basketball 
products. 
to the hand farthe 
defender. Mindsca 
unprecedented 5 
NCAA Final Four 
visual detail 


than turn and walk 


will also Switch the ра! 
t away T 
x еп included an 
animat 
rich ir 
The gam 
that allows gamers tc 
١ playbooks, r 
all plays. Additionally, 
p to four offensive 
sets to their team, 
ays on-the fly This 
lave to take а break 
to make offensive or 
adjustments. You simply 


from the 


O dunk tons! 


strategy 


ake 


Mindscape enlisted the help the Jch a button 
ng hot design team, High Voltag Witn its official NCAA and Flnal Four 
lop what they consider to ! censes, this title is sure to give players 
L college hoops game on the i case of March Madness. Any sports 
market. NCAA Final Four ' atures an would be "mad" to pass it up! 
64 of the natiot hottes l'egiate View the action from a number 
teams as we ) of the top National gg angles, including overhead 


59 
statistics; however, 
gamers will find that 
the game contoins 
players with stats 
remarkably similar 
to actual college 
players. Surely this 
is nothing more 
thon a timely 
coincidence... 
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ne excellent offroad racing interesting types of terrain to ехрюге. 
SE games are inally bein but t r8 eatly increase the 
released for the PlayStatio | ood of rolling your veh cle оп 
but A DURS lest Driv thes irfaces 


Off Road has a fe that almos st Drive: O ( res four 
the others lack: ope y lay: 51 Ra Ful-Season 
player to freely explore! C Leagues ar | s. In 
Other assorted no. ( ist 
; type of 
ehic Mixed 
Leagues, as the 
name imp les, pits 
the pl y€ 
ап assortm 


Test Оп ith 
different tracks 
each featuring one 
of > challenging 
5, including desert, snow 1 
Additional зе actior be 
Catch some air on Off-Road’s viewed from пи fferent camera 
challenging obstacles. angles, yn the 
EO 9 
Since the main appeal of real off against a f n 
roading is the opportunity t Or | Sta | 
beaten path for a little exp I! 
wou.d think that eve eati pu pi 
include this feature, but attrac} ar ty Kil ет: 
. Test Drive does hav basic Drive: Off Road a 1 асе! 


track for гасегв to 
follow, but the 
ple is free to 
deviate from the 
course at Just 
about any point for 
some real excite- 
ent. There are ісу 
plains, Je 


rocks and 


уе! 


Seeking to maximize 
realism, Accolade 
acquired licenses from 
four of the world's 
leading manufacturers of 
off-rood vehicles. fest 
Drive: Off-Road includes 
an agile Jeep Wrangler, o 
compact but spirited Land Rover Defender 90, | 
ü monstrous Chevrolet K1500 171 ond the THEME 


Death Star of 4x4s—the hummer! hecolode 1 
invested a greot deol of time developing А 


complex physics models to ensure the vehicles | PLAYERS S 

‘handle just like their real-world counterparts. : 
Accolade even digitized the engine noises ond 

‘dashboards from each vehicle to really create LICENSES 
the illusion of being behind the wheel. rf you 
don't hove 50 grand to 


blow, Test Drive: | > — BE 
Off-Rood is the | CHALLENGE 3 


mext best thing. 


Rage Racer 


he | st instal ment in the 
5) 5 еа! 
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pr vious titles is the use nf 


tI ch of the 
courses, he 
to advance to the next 
class. where the 
competition IS now 
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advance thro 
payer must e 


often results 


great deal of speed. For the most part 
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locations in the game. 
All in all, Rage Race even bet- 
ter than the previous titles in Namco's 
racing arsenal, promising 
5 many hours of addictive 
<, 
gameplay for gamers 


юс 


aare 


THEME 
Racing 


PLAYERS 
1 


LICENSES 
None 


CHALLENGE 
variable 


ÜNCE THE DOMAIN OF REBELS AND FRSHION-CONSCIOUS TEENS, 


SNOWBORRDING HRS BECOME ONE OF THE WORLD'S RISING 


SPORTS 


SPORTS, ECLIPSING HOCKEY AND TENNIS IN ТУ VIEWERSHIP. 


WCW vs. The World 


*HQ is heading for 

the ring with the 

second 3-D polygon 

wrestling game 

we've seen for the 
PlayStation. WCW vs. the 
World will feature appear 
ances by a number of WCW 
favorites, as well as 
wrestlers from Japan, 
South America and other 
places around the globe. 
Wrestlers like “Nature Boy” 
Ric Flair and the Four 
Horsemen will meet up with 
wrestling heroes from other 
countries In a battle for 
global domination of the 
squared circle. 

WCW, a wrestling league 
that is quickly surpassing 
tne WWF in terms of 
widespread recognition and 
popularity, has become a 
favorite of wrestling fans all 
over the world. This being 
the case, it is little wonder 


f you are a fan of 
Namco's arcade 
smashes, Alpine 
Racer and Alpine 
Surfer, and are 
looking for a similar experi- 
ence for the home, look no 
further. Developed by UEP 
Systems, Coo 
Borders was a 
hit in Japan. 
Now it 15 
coming to 
the States, 
courtesy of 
Sony Computer 
Entertainment 
of Amer ca. 
The release of Sony's 
2Xtreme gave PlayStation 
owners а smal! taste of 
snowboarding excitement, 
but the game failed to 
del ver the illusion of racing 
down an icy mountain. In 
contrast, Cool Borders 
achieves this illusion so 


SONY ENT. STUDIOS 


Cool Borders 


why T*HQ chose this 
particular league to repre- 
sent American wrestl ng. 
With signature moves and 
characteristic taunts, each 
wrestler will nave his own 
distinct personality. A total 
of over 50 wrestlers should 
give p.ayers plenty of 
opponents to conquer. 


convincingly, it will have you 
leaning in your Lay-Z Bay to 
avoid cliffs, boulders, trees, 
ski lifts and other perils. 

Another improvement over 
2Xtreme are Cool Borders’ 
po ygon characters. These 
characters fit the 3-D 
environ- 
ment much 
more 
convincingly 
than 
2Xtreme's 
flat, 
digitized 
competitors 
and can 
be viewed from a variety of 
different angles during 
nstant replays. 

Prayers begin by 
choosing from one of three 
cnallenging slopes. Then 
they must 
select the 
appropri- 


In addition, the incredible 
selection of moves should 
offer gamers quite a 
challenge and a hign 
degree of playaoility. A full 
repertoire of body slams, 
rope tosses and signature 
moves will certainty make 
this game a favorite for 
two-player competition. 
With its quick speed and 
wide variety of moves, WCW 
evokes comparisons to 
fighting games that have 
preceded it. The addition 
of hold moves and the use 


of the ring ropes, however, = 


add a completely new 
experience to the traditional 
Style of fighting games. 
WCW vs. the World shoud 
appeal to wrestling fans as 
well as gamers looking for 
something a little different 
In the fighting genre. 
Wrestling fans, let’s get | 
ready to rumble! i 


ate board. Players can pick 
one of six different boards 
that fall Into three general 
categories: alpine, freestyle 
and all-around. Then players 
may select either a maie or 
a female racer and outft 
him or her in the clothing of 
their choice. 

Once on the slopes, 
the goal is to race down 
the course as quickly as 
possible, performing a 
variety of tricks, such as 
backflips, fakies and stale- 
fish grabs, for extra points. 
During the trip down the hill, 
players may select either a 
first person or a chase-cam 
view. The cool thing about 
the first person view is that 
the terrain rotates and fl'ps 
360 degrees as stunts 
are performed! 

Now gamers can shred 
year 'round with the arrival 
of Cool Boarders. 
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WCW 
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Rush Hour 


ush Hour, Psygnosis' latest 
rac ng project, is someth.ng a 
little different from their otner 
ttles. What you m ght expect 
from the creators of the W peOut and 
Destruction Derby series 15 another 
futurist c or fa 
Instead. Rush Hour features an 
overhead w which emph: 
strategy of гаси 
of your t 
racing nes. Players can see 
ahead доуп Rusn Hour's tracks 
comp ete with hapin turns, criss cross 
intersectior brid 
While this may detract « 


r 
el 


tastic first person racer 


well 


nd overpas 


he 
it allows the 
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Саг 
vehicl 
either 
a Split-sc је. Sixteen ve 
are available. h with its own 
strengths and weaknesses. A number 
of different 1 «s shouid offer ple 


S we | 
5 well as p 


alone or 


The game fe 
well as city courses 


nazards. Plé 
are able to 


compe 
singl 


the time trial 


f 


anything fron 
Psygnosis' other racing games, expect 
hidden trac hidden cars and plenty of 
chatlenge from Rush Hot 

The 
detailed, 


tremely 


scene e ts. 
wonder whether these 
from actual locations. 
With its unusual pers 
wide selection of cars г 
Hour is certain to turn heads. The с 
of challenges, even for racing veterans. petitive gameplay and Two-player Mode THEME 
The unique perspect should offer its should keep Racing 
own challenge, but the 
be intuitive enough to f 
crossover for fans of more traditio! Racing fans 
racing games. We are told that there will wll want to 
be a selection of view ng perspectives check this 
which players can choose from, but as game out. 
of this writing there is no first person 
view included in Rusn Hour at all. This 


Gamers will be able to choose o 
number of race and replay views 


controls sho 


gamers с: 
back fc 


PLAYERS 
1 or 2 


acilitate 


LICENSES 
None 


CHALLENGE 
Moderate 


w | hen the original 
ekken hit the arcades, 
t demolished its 


competition. Virtua Fighter, 
the only comparable tite, was unable 
to counter Теккеп 5 blazing speed and 
spectacular graphics. Virtua Fighter 2 
put up a bit more of a fight, but Tekken 
2 was already in the works, and soon 
arcades were swamped with gamers 
lining up to participate in the newest 
Iron Fisted competition. Meanwhile 
Tekken had reacned the home market 
In a perfect (and in some ways better) 
translation of the arcade version for 
the PlayStation. And soon, gamers 
were able to play Tekken 2 at home 
with a version that was unanimously 
hailed as being superior to the arcade. 
All looked forward to the arrival of 
Texken 3. Now the wait is nearly over. 


Speculation has been flying about the 


future prospects of this much-anticipat- 
ed game. Will it be released for the 

PlayStation or the not yet-officially-con 
firmed PlayStation 2? Or will Namco's 


Le de 


- 


rumored deals with Nintendo result in 
the game's passing over PlayStation 
owners altogether? It is being saia that 


the game runs on hardware which is 


t 


ГА a | | 
as Un! 
by Joe Rybicki 


different from the original PlayStation 
(unlike the previous versions of the 
game, which used an only slightly 
modified version of the PS hardware 
in the arcade). 

We went directly to Namco in an 
effort to straighten out the rumors 
that have been circulating lately, and 
what we discovered should please 
PlayStation owners and Tekken fans 
alike: Tekken 3 is definitely being 
developed for the PlayStation. This 
15 not a guess, or idle speculation, 
but rather the official word from the 
developers themselves. (What was not 


Paul. Nina 


and К 


sh'mitsu. Law. Lei 


за 


prove 


3 is definitely 


fighting 8 


MM8 puts old-schoo! 
gameplay into a 
state-of-the-art 
environment. 


THEME 
Action 


# OF PLAYERS 
1 


OF LEVELS 
14 
CHALLENGE 
Variable 
PUBLISHER 
Capcom 


FAST FACTS 


The Mega Man 
series has 
spanned 17 U.S. 
releases on a 
total of four 
different console 
systems. 


ne of Capcom’s most long lived and 

endearing characters, Mega Man, 

soon will be biasting his way onto 
the PlayStation. 

The 32-Bit revolution prompted many game 
developers to virtually abandon hand-drawn 
graphics in favor of flashier polygons or 
prerendered sprites, often at the expense of 
gameplay. Capcom is one of the few remaining 
companies with a genuine reverence for the 
classic, more cartoonish style of graphics, and 
they wisely chose to retain this loox for the first 
32 Bit installment of this timeless series. 

Graphically, MM has never looked better. 
Mega Man 85 enemies are brightly colored 
and feature an astounding number of frames 
of animation. Even more impressive, there are 
sometimes as 
many as a 
dozen enemies 
on the screen 
at once, and 
there isn't a 
hint of slow- 
down, which 
plagued the 
SNES instali- 
ments of the 
series. (Who said the PlayStation 
couldn't scroll?) 

These visual enhancements 
would be for naught if Mega Man да 
8 offered nothing new in terms 
of gameplay, but this isn't the 
case. MM has a wide assortment 
of new weapons with which to battle the bad 
guys. Among these are a soccer ball-like 
weapon that can ricochet around the screen, 
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CAPCOM UNLERSHES ANOTHER “MEGA” HIT PLATFORMER 


a grappling device that can be used to swing 
from objects, and a vortex attack that can both 
damage enemies and propel Mega Man upward 
to those hard to teach areas. 

Another innovation is Mega Man's ability to 
modify weapons 
by discover- 
ing hidden 
bolt 
icons. 

After 
collecting 
a suffi- 
cient 
number of 
bolts, he 
can visit Dr. 
Light's laboratory for some modifications. 
For instance, Mega Man's standard power up 
blast can be changed into a laser attack that 
cuts through enemies. 

MM's trusty dog Rush also makes a few 
cameo appearances in the game. Rush's 
master occasionally jumps on his back for 
some challenging shooter levels! 

Resident Evil helped make Capcom one of 
the comeback companies of 1996. Hopefully, 
quality £ames like Mega Man 8 will help them 
continue their winning ways. 


GRAPHICALLY, MEGA Мам нас 


D BETTER 


R load of new power-ups will 
give Mega Man a number of new 
ways to plow through 

his enemies. 


amers who have anxiously waited to 
"whup E.T.'s butt" the PlayStation 
need wait no longer; independence 
Day has arrived, and it's packed with аі! the 
excitement of its big-screen brother. ID4 gives 
players the chance to hop into the most 
advanced fighter planes U.S. tax dollars can 
buy and engage hostile alien force: ntense 


aerial combat. 


Darkened by 


the ominous 
shadows of 

the alien city 
destroyers 


hses as New 
York. Moscow. 
Paris ana 
Washington will be swarming with enemy 
fighters, intent upon crushing Earth's 
scattered forces. Before annihilating 
each city destroyer, the player must 
perform a specific mission objective 
unique to each level. In New York 
the player must skillfully fly 
between skyscrapers and destroy 
numerous satellite uplinks the 
aliens are using for comr 
tions purposes. In Washington, the 
player must escort an enormous 
AWACS plane to safety. After 
performing each level's objective, 
the gamer must obiiterate the city 
destrayer’s shield generators and = 
deliver the knock-out blow straight 
up the colossal vessel's primary 
weapon, just like that gin-soaked 
crop duster did in the movie, 

Fortunately, players have numerous 
wingmen to assist them during 
each battle. Pay close attention to 
their radio chatter, which prompts 
you what to do next. 

Each level is magnificently 
detailed and contains plenty of 
pick-ups, such as extra rockets, 
health and new fighters, for ace 
pilots to discover. Each of 45 
cities are highly detailed and 
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INDEPENDENCE DAY: EARTH’S DAY OF RECKONING 


the skies over 


such metropo- 


SPEED 
AGILITY 
DURABILITY 
STEALTH 


contain all the famous landmarks you would 
expect to see. Additionally, there are warp 
conduits protruding beneath a few of the ali 
city destroy- 

ers t 

will 
transport 
the 

player to 
hidden 
levels, 
such as 
Cape 
Сапамега! 
and the infamous Area 51. 

The best pilots will fly a commandeered alien 
fighter deep into the heart of the alien mothe 
ship. Fail in your mission, and the Earth wil 
become a summer home for vacationing E.T.s. 
Succeed, and you will во down in history. 
(Note: Victory cigars not included) 
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ID4 will 

give players 
а chance 

to pilot one 
of o fleet of 
different 
fighters. 
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Whose side are you 
on, anyway? 


THEME 
Shooter 
* OF PLAYERS 


# OF LEVELS 
13 


CHALLENGE 
Moderate 


PUBLISHER 
Fox Int. 


FAST FACTS 


Independence 
Day was the 
highest- 
grossing film 
of 1996. 
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STEP INTO А SCI-FI NIGHTMRRE 


Sentient contains six major plots 


h characte 
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adventure 
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of tne action. 


EIGHT LEGS 
AND HEAVILY ARMED. 


You're trapped in the body of 
а Cyborg spider. Creeping 
down drain pipes. Crawling on 
ceilings. Wandenng through 


wer JU levels in SIX SU worlds 
Youre p up missile 
launchers, siasners and other 
deadly weapons as you 


fight cyber rats, mantises and 
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SPIDER. THE VIDEO GAME. 


www .bossgame.con 


Game Studies | are all trademarks of Boss 
fame Studios. The is atrademark of BMC 
Music. All rights reserved 
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ae A ге hey messed with his brain, and now 
+ — 4 he wants revenge. No, it wasn't high 
< j school that turned the protagonist of 
Codename: Tenka into a man bent on revenge; 
it was the unscrupulous experiments of Trojan, 
Inc., a shadowy company that specializes in 
cybernetic research in a bleak, Blade Runner 
esque future. 

After the PlayStation 
success of Doom, 
Dark Forces and 
Disruptor, it seems 
every development 
company IS 
trying to jump on 
the first person 
shooter bandwagon. 

It seems European 
programming power- 
house, Psygnosis, 
is no exception; 
however, this 
particular company 
has a reputation for 
making genuine attempts to advance each 
genre of game it produces. Tenka looks like 
it will continue this proud tradition. 

In Codename: Tenka, your character awakens 
in a heavily patrolled cybernetics laboratory 
after the experiment he "volunteered" for was 
inexplicably interrupted. His memory a tattered 
patchwork of images and voices, he sets out to 
find out his identity and the person responsible 
for his condition. 

While the story isn't 
earth-shatteringly original, 
Tenka's graphics feature a 
novel twist; all of the enemies 


A morphing, talking 
sidearm will be your 
only ally. 


THEME 

Aetion 

* OF PLAYERS 
1 


Ч OF LEVELS 
28 
СНАЦЕМСЕ 
Vorioble 


PUBLISHER 
P5ygnosis 


FAST FACTS 
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Tenka Ë 
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featured in the game are polygon-based. They 
also stalk, retreat and hide with a high degree 
of realism thanks to their well-developed 
artificial inteiligence. (Are we nervous yet, 
Turok the Dinosaur Hunter?) 

Your character has some novel abilities as yet 
unseen in other DoomrrHike clones. For instance, 
he can blast open air ducts and crawl through 

them as an alternate 

means of navigation. 

Not only does this add 

to the strategy, but 

it also produces a 

highly claustrophobic 

atmosphere that is 
just plain creepy. 

Even your gun in 
Tenka is cool. Instead 
of finding new guns, 
you find attachments, 
Such as laser sights 
and missile launchers, 

that sprout from the 
main body of the weapon 
when activated. 

The gun even talks to let you know which 
mode has been activated! 

If you're looking for a good first-person 
shooter but are unimpressed with the crop of 
stale PC ports that have flooded the PlayStation 
market, Codename: Tenka may be just the 
game for you. It has a lot to offer PlayStation 
gamers of all ages. 


shooter for the 
PlayStation to 
utilize polygo- 
nal enemies. 


Codename: R load of new power-ups will 
Tenka is the give Mega Man a number of 
first 3-D new ways to plow through 


his enemies. 


hen it first appeared in arcades 
during the early 1980s, Xevious 
allenging 


was one of the st che 
and innovative shooters 
players had ever seen. Xevious gave 


gamers the ability both tc 
airborne enemies and to d 
ground based — 
used in today's finest shooter: ie game 
also featured invisible secret 
outstanding graphic: 
enemies, a rotating gray Id that was 
totally imperviou ser 

pnmitive attempt at polygon-st 
Shooter fans will be thrilled t; 
updated version of tr 


targets and 


to the 


Xevious 3D, soon will be soarir = C 
PlayStation. Early screen dicate the 
game is still a top-scrolling shooter, but 
Xevious 3D's graphics have gotten a 


major overhaul. 


sygnosis has teamed up with French 
filmmaker Marc Caro to produce a 
PlayStation adventure based on the 
critically acclaimed French film The City o 
Lost Children (created b: 
Junet, creators of the award-winning 
Delicatessen). The game has been sparking 
comparisons to fellow French product Alone in 


the Dark, partiy due to the dramatic camera 
angles used and partly due to the surre 
fanciful artwork throughout. 

Billed as a *dark fairy tale, The City of Lost 


f a young girl 
an named 


Children follows the adventures с of 
named Miette and a circu 

One. It seems that an evil scientist named 
Krank has been kidnapping children in order 
to steal their dreams and proiong his own life. 
Krank makes a fatal error, however, when he 
nabs One's little brother Denree. Players take 
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Lost Children 


LOSE YOURSELF IN PSYGNOSIS' DRRK FRIRY TRLE 


Caro and Jean-Pierre 


THEME 
Shoote 


* OF PLAYERS 


* OF LEVELS 
n 


CHALLENGE 
Moderote 


PUBLISHER 


pnsec ygons and tl зе Bos 
se ijointed monst Namco 


wait for the updated v 
can check out an arcade-perfec 
оп of the 


nco Мизеш 


nal Xevious on the « 


The City of 


on the role of Miette as she jot 


: 1 meys rough THEME 
— nA ahah سينا‎ Rdventure 
rescue Denree and the other childre —P 
have fallen into Кгап! jutche * OF PLAYERS 

The game’s developers used motion р 


capture technology to represent the game's 
many characters realistically. This reali 


* OF LEVELS 
N/R 


combined with the d sce should help 
to immerse rs in tl grossing ак í -HRLLENGE 
[he use of advanced lighting and subtl Moderote 


shading should add to the experie 
Considering the storage ab lity of the CD 

format, it's surprising that PlayStation owners 

have not seen more extensive adventures in 

this classic PC style. Now that Psygnosis 

has taken the first step, hopefully otner 

companies will follow. 


PUBLISHER 
Psygnosis 


«Blood 


% T Interactive is hard at 
work on the latest in a 
respected line of first 
person 3-D corridor 
shooters. Called Blood, thus 
game looks to be one of the 
most grisly action titles yet. 
f Like Duke Nukem 3-0, this 
вате will be set in a realistic 
world—unlike the empty wails 
and pointless corridors of 
Doom and other 3-D shooters. 
What distinguishes this game 
from the nordes of similar corri 
dor games on the market is the 
imag,native array of weapons. 
The player starts out the game 
with a pitchfork, an interesting 
| weapon to say the least. From 
there, the weapons can be 
upgraded to 
B such unique 
Items as a 
voodoo doll or 
a homemade 
И flamethrower 
| (aerosol can 
DEVELOPER plus lighter 
€T int. equals crispy 
i 8 fried baddies). 


* OF PLAYERS 
1 
* OF LEVELS 
N/A 

CHALLENGE 


Variable 


tlus Interactive, creators 
of such games as 
Revelations: Persona 
ana Peak Performance, 
is taking on the fighting genre 
on the PlayStation with the 
upcoming release of 
Heaven's Gate, 
This game appears to be a 
blend of some of the traits of 
the top fighting games thus 
far, with noticeable elements 
of Toshinden, Tekken and 
Tobal thrown into a new mix. 
At this 
point, 
the game 
b appears to 
require more 
strategy than 
speed, with 
players learn- 
ing a number 


CHALLENGE 


Variable 
DEVELOPER 
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In the first wave of 3-D 
shooters, motion was basically 
confined to a single plane. 
Although the character 
appeared to be moving up and 
down stairs and elevators, 
there was never a point in a 
level where the player could 
stand directly above another 
room or hailway. The most 
recent trend in corridor games 
has dismissed that, allowing 
the player full freedom of 
movement in three dimensions 
Blood will implement a similar 
engine, creating the possibility 
of attack from all directions. 

The enemies in Blood are 
expected to be a frightening 
mix of ghouls and demons as 
players walk streets populated 
with undead zombies and with- 
ered remnants of things that 
may once have been human. 
Although at this point the 
enemies are expected to be 
represented as sprites (rather 
than Quake's polygonal ene 
mies), they will be presented in 
greater detail than the average 


Heaven’s Gate 


of different attack and 
defense tactics in order to 
succeed. The inclusion of ring 
barners adds an additional 
variable into the formula. 
Some arenas will have edges 
that players can be thrown off 
for an easy (and cheap) win, 
but others will have barriers 
that can be used to block 
opponents into a corner. 

It appears that the 
game will also 
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shooter; players will be able 
to watch as blood spurts 
from their wounds or see 
them go up in a ball of flame 
when struck with the aeroso: 
flamethrower or other 
flame-spouting weapons. 

The enemies themselves 
are expected to be of greater 
than-average intelligence, as 
well. In Hexen, the most 
recent 3-D game from GI 
Interactive, the enemies were 
equipped with a formidable 
artificial intelligence that 
greatly improved the game. 
We can expect anly improve- 
ments as this long-awaited 
title reaches the PlayStation. 

Although it's obvious that 
the 3-D corridor genre has 
stagnated to a considerable 
degree, it is also clear that 
developers have begun to try 
for something new within the 
genre, and it appears that GT 
interactive is no exception. 
Hopefully, when all is said 
and done, Blood will stand 
out as new and exciting. 


The characters and 
backgrounds will be 
large and colorful. 


incorporate a special attack 
meter that will increase over 
the course of the match, 
allowing the characters to 
unleash devastating amounts 
of damage on opponents. 
Seldom is seen a fighting 
game that isn't a sequel, 
remix or rehash of some 
other title. Heaven's Gate 
looks to be a new and 
interesting addition to 
the fighting genre. 
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Tobal 2 


í 
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ê hen Tobal No. 1 
became ava lable to 
V the pubuc last year, 
it brought about 
accolades and criticisms due to 
ts simplistic graph cs and 
unique Quest Mode. Some 
reviewers hailed it for daring to 
be different; others slammed it 
'n favor of more traditiona 
fighting games. All agreed 
however, that it was certainly 
something different within the 
often-tired fignting genre. 

Now Square is hard at work on 
Tobal 2, and it looks to be an 
Improvement over its predeces 
sor in every way. Although the 
characters still appear to be 
represented as shaded polygons 
with little or no texture-mapping, 
tne backgrounds are now 
extremely detailed, with vivid 
settings, varied lighting and 
interesting scenery. Hopeful y, 
the increased complexity of tne 
scenery will not have an adverse 
effect on the speed of the 
characters. If so, the developers 
might want to include an 
option to drop the level of detail 
in favor of speed (much like 
Toshinden 3) 


The projectile attacks add a 
new dimension to Tobal's 


unique fighting style. 


Perhaps the b.ggest change to 
the fighting engine is the intro- 
duction of projectile attacks. 
uke the fireballs from the Street 
Fighter series, each character 
Is expected to have his (or her) 
own projectile attack. And 
speaking of characters, at least 
one new female fighter has been 
added. As of this writing, it is 
possible that several new 
fighters may be implemented, 
but nothing has been confirmed. 

The Quest Mode is also 
undergoing some major 
revis ons. In Tobal No. 1, the 
adventure was set in a dungeon 
and was basically a stringing- 
together of a number of battles, 
witn the ntroduction of a few 
new enemies, some obstacles 
and health power ups. Now, 
characters will journey outside 
through varied landscapes т 
true 3-D fashion. The adventure 
will take players through towns, 
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into dungeons and across 
countrysides teeming with 
varied enemies, both human 
and otherwise, The game 15 
also expected to incorporate 
some platform-style play to 
add to the experience. 

When Tobal No. 1 was 
shipped, it included a demo 
aisc of some of the other 
projects that Square was 
working on (a long awaited 
first look at Final Fantasy 
VII). So far, the company has 
not released any information 
on a possible pack-in with 
Tobal 2, but if it includes 
anything as huge as was In 
the previous version, the 
game is certain to raise 
some hype. 

Altnough the game still has 
a ways to go to completion, 
gamers can be certain that 
Tobal 2 is going to be a 
fighting game with an identity 
all its own. 
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colin Gordon 
VP Product Development 


Barry Leitch 
Music/Sound Design 


Rob Povey 
Technical Director 


by Gary Mollohan 


THE ÀNATOMY 
OF Boss’ BIONIC ARACHNID 


Two years ago, a small group of video 
game industry insiders, fed up with 
meddling producers and marketing minded 
bureaucrats, founded their own development 
company, Boss Game Studios, on the 
outskirts of Seattle. Game fans at heart, 
the members of Boss wanted to maxe 
original titles that emphasized gameplay 
over flash or big licenses. Spider, Boss’ 
first offering for the PlayStation, 15 such 
a game. We recently visited with five 
members of the Spider creative 
team to learn more about 
this innovative game. 


p. S. I. My first 
question is probably 
the most obvious; why 
did you want to make 
a game that starred 

a spider? 


Colin Gordon, 
Vice President of Product Development 

| guess where the idea came from originally 
was when Seth Mendelsohn and Rob Povey 
were working on The Lion King (for another 
software company). Rob was having a real 
hard time with the character, because it was 
long and thin, unlike the normal video game 
character, wh ch is kind of tall 

and thin...and it had four legs. From a 
programmer s point of view it was tough, 
and Seth had made a crack about, ‘You 
should be thankfu! you're not doing a 
cnaracter with more legs, like a spider," 

and that was...the germ of the idea. 
Whenever Setn and Rob came [to Boss 
Game Studios], they brought the idea with 
them. My suggestion was to make sure we 
did it in a 3-D environment. 


Brian Johnson, 

Lead Background Rrtist/ Level Design 

It's just a character that hasn't been used 
very much in the gaming world... 

[Sp.ders are] not cute. [They're] kind of 
creepy-crawly. There is sort of a naturai 
aversion in most people, which adds a bit 
of a disturbing tone to everything. 


P. S.A. Most platform games star а 
cartoonish mascot character with 
'attitude.' Did you ever consider going 
that route with Spider? 


Colin: Like all companies you kind of 
have the game side of the company, 
and then there's the business guys. 
Well, the game guys, which 

Is myself, Seth, Rob and the rest 
of the crew, didn't want to do a 
cutesy character. We wanted to do 
something that looked like a spider, 
because we felt [with the current level об 
technology, we could pull it off. К could look 
| Кега spider and be really cool and different, 
and it wouldn't be a ‘character’ [with] a hat 
and boots. The business guys were like, 
'No, it's gotta have a character. It's gotta 
have boots. Then we can зе! it. So the 
concept guy put together probably the worst- 
looking cartoon spider that he could draw, 
just to make sure that nobody would like it, 


P.S.X. | heard you guys actually have а pet 
tarantula in your office. Did you study him 
to learn how he moves? 


Colin: He never moves (laughs). When he's 
really hungry, and | dump in some cricxets, 
then he'll just jump on them. He doesn't 
cruise around his cage or anything like that. 
He just kind of hangs out in one spot....We 
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bought a couple of Time/tife videos, and the} 
guys sat and watched those to try tó 

figure ſt out. И was tough doing the eight 
legs, because they don't moye like you 
would expect, | have no idea no sp ders. 
actually figure ош how they те supposed to 
walk, but they're pretty good at it, 


P. S. A. Did you consider using motion 
capture? 


Colin: We did some experiments with a 
motion-capture system, which was a pup- 
peteer system, where we attually built 
this metalli¢ mode! spider with joints and 
everything, and we moved it around and 
captured the movement. But we just 
couldn't get it to work in our format, 

and time was ticking. 


рап Chang, Lead Programmer 
[People] have certain preconceptions how a 
spider walks. If you don't [achieve] that, 
somebody's not going to look at it and say. 
‘That doesn't look like a spider. Whereas, | 
If you animate a human form and get that 
wrong, somebody will know right away, 
because the human eye is really wel. 

trained to detect things wrong with 
human animation. But it's not that 
well keyed to how a spider walks. 


P.S.X. Getting to the game Itself, 
Spider does allow a great deal 
of freedom of movement and 
decision making on the player's part, 

but the levels basically are linear in 
design. Did you ever consider doing а 
game where the player could go anywhere, 
like Tomb Ralder? 


Colin; Yeah, we had thought about that. [Non- 
linear levels] sounded great in concept...but 
then we thought, ‘what happens if the player 
comes back down on the floor at a different 
point, or what happens if he wants to go 
around a corner? What do we do?' Can you 
imagine Tomb Raider if you could walk over 
all the walls? You couldn't stop the player 
from [going] anywhere. 
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Rob Povey, Technical Director 
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Just consider a vary, very small environment. 
Consider а table with a floor. If you have а 
spider in a free-form environment like that, 
you can go all over the top of the table, all 
ufderseath.the table, up and down the legs, 
on the floor, Бо there is almost no way to 
restrict the movement. 


p. S. I. After you decided how the levels 
would be structured, how did you decide 
upon a fioating camera perspective? Why 
didn't you и ге camera cuts? 


Colin: We play[ed] games like Alone in the 
Dark...where the camera shifted from point 
to point. We didn't want to do that. We 
wanted to keep a continuous camera 
movement, so that it would never jar. You 
would never wonder, ‘Oh, now I'm over here, 
and now I'm here, Which way do | push?’ It 
would always flow; The spider lent itself to 
that, as well, because it would curve around 
edges and move around stuff naturally. It 
seemed ideal. 


Dan: The problem as we saw it was 
to set it up so the camera would 
never get into a stupid position, 
where it would be looking off into 
the world without showing the 
player, That would be a problem. 
Another problem we were trying to 
avoid [was] putting the camera 
somewhere [that] would show parts of the 
world that hadn't been populated in. So one 
of the things we wanted to do was design a 
system where you could always see the 
[spider] at all times, and you could control 
it at all times. 


Taking Platform Games 

into the Third Dimension 

Р.5.Х. Platform games were one of the 
mainstays of 2-D gaming. What was it like 
taking the genre into a 3-D environment? 


Rob: You look at the 3-D platform games out, 
[and] there are no good ones. They all fail 
one way or another. | mean, Mario...give it 


its credit. It's by far the best attempt, but 


it's far from perfect. What we set out 
№ to do was to try to take 2-0 
2 game mechanics and 
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Yhis is the first Boss Who knows «Ве origins 
you'll confront. Strike of this fire-breathing 
with Spider's Slasher menace, Fartunctely 
be is vulnerable after 


не | 

Mecha Wasps are 
tenocieus foes. 094 
Missiles or Spider’s 
Poisener to eliminate 


These enemies ore slew 
but can absorb a lot ef 
nishment. Avoid then 


to conserve reur 


after the arm fanmi 
dow 


these winged pests Ба Shoots his projectile 
put them in a 3-D world, so the player you don't position things properly, and it's better. I'm not opposed to borrowing ideas 
wouldn't fee А 'ave something a little harde get good composit tt se, bi f 
which looke 4 the scree: set out to borro е dea void 
becaus e b de g e 
a totally different style е of an 3 p. S. X. Given all the new 32- and 64-Bit 
lot of different vi с tt 1 us systems developers now have to work tter hi г 
really exploit the fact th alk with, do you feel that game companies a : n 
up walls and underneath things are overly enchanted with polygons and r 3eyond th t 
couldn't ly do па 2-D envirc 3-D environments, often at the expense eve Jlacement and ming 
of gameplay? 

Brian: Workin 3-D, it's hardet Р.5.Х. Did you have any differences of 
There are certain tricks tha Colin: You know. | think that will happen for opinion regarding the spider's abilities? 
with 2-D to fake | perpe veo ngs a while much tike some he early SNES 
that appear to be real, but уша games. Not necessal tendo, Colin: We had a pretty heated debate for 
never happer . In a 3-0 packag | s, but othe hen quite a w! over the use of the web. 
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b. S. I. Considering the huge number of 
platform games that have already been 
made, did you try to avoid or include any 
particular conventions of the genre? 


Rob: My opinion in design is by all means 
look at what everybody else is doing, but 
you are going to do sometning the sam 
t's been done before, make sure you do 


sketch te convince the powers-that- 
be to allow the Spider teom te malc в 
game starring а realistic spider 


option of not having 
any web at all: Well, no, you 
need to have a web. It's a 

spider. People would expect [the] 
web. Much like they'd expect it to 
walk around stuff. 


Developing for 
the PlayStation 

P.S.X. After your experiences making 
Spider, do you feel the PlayStation is 
an easy platform to develop for? 


Dan: The PlayStation is a very, 
very nice platform to 

develop for...it's by far, 
of all the console systems I've worked on, 
the easiest one to program. [Sony] did a 
really nice job with tne libraries that they 
provide. They really make the programming 
task a lot easier. 


Brian: m really fond of the lights. The 
lighting effects are really nice. It does nice 
transparency effects. There are all kinds of 
layering of transparencies you can do to 
make explosions look nice and make dark, 
black smoke look real nice, too. 


P.S.X. How about the audio? 


Barry Leitch, Music/Sound Design 

The PlayStation is probably my favorite 
machine. It's] powerful enough to do all 
the programming things that the program- 
mers want to do without having to access 
the CD a lot, which lets me spool the audio 
from the CD, so [the game] can have very 
high-quality music. Whereas something like 


Wall Crawling 

ИКе Gex, the 
stor of Crystal 
Dynomics' 3-0 
plot form gome, 
Spider has the 
ability to climb 
walls ond to hong 
from ceilings. 
Thonkfully, unlike 
бек, Spider does 
not feature the 
voice “talents” 
of Dana Gould. 


Capcom’s ageless. 
action hero, 
collected the 
weapons of 
defeated Bosses 
ond added them to 
his arsenal. Spider 
can find up to four 
cybernetic ottach- 
ments and switch 
between them 
on-the-fly. 


the Nintende 64, you have to program 


it as chip music, so you're very 
limited by the hardware. ! [think] 
that the Spider music as chip 
music,..wouldn’t sound half as 
good. The PlayStation develop 
ment kit also has its own special 


compression utilities, which allow you to 


reduce the size of the audio and then allow 
you to play it back as a compressed format 


without losing too much quality. It's very 


&ood on the PlayStation. Not quite as good 


Old-school gamers 
may recall another 
Capcom platform 
hero, Bionic 
Commando, whe 
could swing with 
his bionic arm. 
Spider also hos the 
ability to swing, 
but he cannot 
shoot his web 
outward in quite 
the same manner. 


Floating Camera 

е most recent 
platform gome 
thot really shook 
things up was 
Pondemonium! The 

ame featured o 

оа па camera 
that followed the. 
hero. Spider also 
hos a floating `` 
camera that really 
exploits the 
game’s 3-0 levels. 


==, ahead (laughs). 


on the (Sega) Saturn and bloody awful on 
the Nintendo 64 (laughs). 


P. S. A. Was it difficult coming up with 
spider sounds for the game? What does 
a real spider sound like, anyway? 


Bam: There's one kind of spider that 
makes bird sounds. И sounds more like a 
bird than a spider. So | used some of those 
Sounds, and then | took some [actual] bird 
sounds and played them backward and 
messed with the pitch and stuff, so they 
sounded almost spidery. There's also 
some cybernetic sounds in there, kind of 
„пдизша! sounds. 


P.S.X. Spider's story line is very 
futuristic. Did you try to reflect 
that in the music? 


Bary: We tried to make the music sound 
[нке] something you would hear in the time 
frame that the game is set in. We also tried 
to keep pieces themed so people would 
relate to the backgrounds. So the factory 
levels are kind of hard, heavy rock tunes; 
whereas the first level, the laboratory, is 
more cyber-sounding. 


Boss on the Future: 

P. S. A. I've noticed that most futuristic 
video games have a very pessimistic 
view of the future, technology and 
corporations. Spider is no exception. 
Do you, personally, hold these opinions? 


Colin: | would like to say no, but...| can't 
see anybody ever competing with AT&T, 
Microsoft or Intel. Maybe if there is a whole 
brand-new technology. Thirty or 40 years 
ago there were no computers, and Intel 
came out of nothing. So in 30 years’ time, 
ts there going to be another technology 
that nobody knows about today? Maybe. 
That's the only thing that is going to 

break the cycle. 


Rob: | think one of the things we wanted to 
£o for originally in [Spider] was a grim and 
gritty realistic look for the whole product, 
and | think that probably carried over into 
the intro and the other FMV sequences. Do 
| particularly hold that view? I'm not sure. | 
never look more than about five minutes 


P.S.X. Speaking of full-motion 
video, Spider's 
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2 
— `` i All of the characters in Spider were 
i | created from highly complex wire- 

I : frame models. after the wireframes 
were established, they were manipa- 
lated to produce all of the necessory 
frames of anímotion. The final step is 
to opply colorful texture mops ta the 


9 B . characters to really bring them to life. 
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r creative team members were particularly excited obout the 
ty to put their character in réal-life environments. Unlike 2-D 
james, Spider's levels had to occupy three dimensions. 
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Why Play Spider? 
P.S.X. Now that Spider is finished and 
you have a little distance from the 
project, what sets Spider apart 
from other games? 


Pondering the 


PlaySt 


PC accelerated 
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32-bit PlayStatlon Some of the industry's top game 


developers reveal what they want—or 
expect to see—in Sony's eagerly 
anticipated 64-Bit box;and when 
gamemakers talk, Sony's got to listen... 


he best way to handle discussion of a 64-Bit 
PlayStation is to compare it to a California earth 
quake. Sony has made no secret that the “Big One" is 
coming. What remains a mystery is when it'll hit, and 
how powerful the “Big One" wilt truly be. 
Р.5.Х. has heard the occasional rumbling about Sony's 
top-secret development project. However, as long as the 
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The photos above illustrate 32 Bit PlayStation continues to shake up the video game 
the graphical difference between ! market, Sony has no reason to even discuss a sequel at 
the 301 accelerated PC port of this point in time. 


Tomb Raider-vs. the current | But don't mistake reticence for inactivity: Sony is 
uu j certainly hard at work engineering 64 Bit PS systems for 
RES 1 game development. But until those systems reach the 
more RAM, plus advanced features Y кит 
like texture filtering and fogging, i hands of developers, predicting when and where the 
all PlayStation 64 titles could look "Big One" will strike remains an inexact science at best. 
this good—or even better. / In the meantime, the best source for gauging the "Big 
1 One's" shock on the Richter scale comes from the experts. 
In the case of the PS64, those experts are undoubtedly 
current PS developers. After all, who knows the potential a 
» | 64-Bit machine could have better than the developers who 
1 have already pushed the 32-Bit envelope? 

"| think it is an excellent idea to get opinions from game 
developers," said John Botti, president of Black Ops 
Entertainment, which created Black Dawn. "After all, we're 
the ones constantly pushing the systems to their limits, and 
hoping for certain changes that would make games even 
more immersive and fun." 

(A quick note: For clarity, the remainder of this story 
refers to Sony's 64 Bit system as the PS64—a shortened 
version of PlayStation 64. However, Sony has not actually 
given the system a name since the console technically 
doesn't exist yet.) 


As far as recent systems во, initial 
video game development is—at its 
roots -a pain in the ass. Every time a 
new system comes out, developers must 
basically start from scratch to learn the 
machine's ins and outs. 

The PS has the potential to be the first 
machine to buck that trend. When the 
machine first came out, Sony said its 
development tools ensured that current 
games could be compatible with a PS64. 

The prevailing rumor around the indus- 
try is that the PS64 will be fully backward 
compatible—not just with games, but 
with peripherals such as the memory 
card and controllers as well. Whether 
that rumor is true remains to be seen: 
still, many developers say баскмаго 
compatibility makes sense for the PS64. 

"Yes, it can be done." noted David 
Perry, president of Shiny Entertainment, 
which is currently making Wild 9's for the 
PS. “It would be a huge mistake not to” 
make it compatible, he added. "It just 
enables you to beat the dust off old 
ратез whenever your heart desires." 

Well, if it can be done, how? "It's 
simple: They just have to 300, they 
cannot take away anything," Perry said. 
"They can add more RAM, more screen 
modes. more features" and so forth. 


As far as RAM goes, expansion of the 


main RAM is already a бийнп option with- 


in the current PS. "it is possibie to have 
an eight-megabyte PlayStation now," said 
Botti. Development systems support up 
to 8 MB, but only 2 MB are really needed 
because that's all the standard PS uses. 


Another hurdle to backward compatibili- 


ty, video RAM expansion, could be 
overcome if Sony preserved the various 
ratios needed to store a particular 
texture in VRAM—to do that, Sony would 
need only to doubie or triple the amount 
of VRAM in the PS (currently 1 MB). 

Not all developers share optimism on 
backward compatibility. Dreamworks 
Interactive's Matt Brown and Patrick 
Gilmore, both currently working on 
Jurassic Park: The Lost World for the PS. 
see a backward-compatible P564 as ап 
affair too costly for Sony to handle. 

“И is extremely unlikely that Sony's 
new machine will be backward compati- 
Бе with the existing system," Giimore 
said. "It woula be impossible to make 


any material technical changes and main- 
tain compatibility with current PS titles." 
Plus. Gilmore adds. the addition of a 
PS emulator within the PS64 won't make 
sense—or cents—for Sony. "Clearly, if 
you already own a library of PS games. 
you would be able to play them on your 
new system—not much of an advantage 
given that if you own a PS game, chances 
are that you also own a PS," he said. 
However, a built-in PS system in the 
PS64 could yield some advantages. 
according to Activision Studios producer 
John Lafleur, who is currently working on 
Pitfall 3D for the PS. Since the PS64 will 
likely offer a faster CD-ROM and proces- 
Sors, some PS games might possibly be 


able to run "at better speeds —or at 
east run with reduced load times. he said. 

Shanng the PS-withinthe-PS64 theory 
was Core Design's Paul Douglas, the 
lead programmer for the PS version of 
Tomb Raider. "They can probably fit" a PS 
emulator on a chip that uses the PS64's 
RAM, Douglas said. The real cost for 
such a chip could be as low as $5. 

It seems more and more ideal for Sony 
to do so for several reasons. First off. a 
backward-compatible PS would give Sony 
a marketing edge over its competitors. 
The Nintendo 64 offers no link to its 16 
Bit library; neither does the Sega Saturn. 

“For the game player who doesn't 
already own a PS, they would be buying a 
[64 Bit] system that by then would proba- 
bly have about 1,000 games available for 
it," envisioned Tommy Тайапсо, a well- 
respected video game music composer. 

Most importantly, a fully backward-com- 
patible PS64 means developers wouldn't 
start from scratch to learn a new system, 
work in a new development environment 


SPECIAL FEATURE 


Мати CPU: 32-Bit RISC (8350008) 


INSTRUCTION CACHE: 4 KB 
Data Сасне: 1 КВ 
CPU CLOCK FREQUENCY: ЗЗМНТ 


RAM 

2 MB (Main) 

1 MB (Video RAM) 
.5 MB (Rudio RAM) 


Grapure Processor (GPU) 
Sprite rendering performance 

Max: 4,000 per 1/60 second 
Rototion/scaling 
Deformation possible 

w/oll sprites displayed 
Full-color display 
Maximum 16.7 million colors 
Resolution 256 x 224 up to 640 x 480 dots 
Effects: 
360,000 flat, shaded polygons/second 
180,000 texture-mopped, 

Gouraud shaded polygons/second 


GEOMETRY ENGINE (СТЕ) 

Vertex processing speed: 4.5 million 
per second 

(1.5 million polygons per second 
in the cose of flat shading) 


PCM йието 
Simultaneous sound sources 
Mox. 24 chonnels 
Sample rate: Max. 44.1 KHz, 16 bits 
Playback quantization 
Built-in digital effects 
e.g., reverb, envelope 


Data decompression engine (MDEC) JPEG 
Directly connected to CPU bus 
Supporting formot 
Video playback function: 

Full screen, full color 
Playback time: 35 minutes 

from one CD-ROM disc 


Dara savinc METHOD: Memory card 

Video, audio out: 
Composite video, S-Video, RGB output, 
stereo audio, БУ power for external RF 


converter 


(Source: Sony Computer Entertainment) 


SPECIAL FEATURE 


To this point, most of the talk 
regording backward compatibility for 
the P564 revolves around what Sony 
has to do to pull off this feat. The 
flip side to that argument, of 
course, is what can't Sony do 
with the 27 

Black Ops’ John Botti offered this 
list of PS64 no-nos—presumably, if 
Sony broke any of these “rules,” it 
would endanger full PS compatibility: 

1. Add to, but don't modify, the 
current PS RAM architecture. Keep 
the main RAM contiguous. Don't 
monkey with the PS video RRM's 
layout; just add more of it. 

2. Don't change the "primitives' 
formats" in the Graphics Processing 
Unit (GPU). Botti describes this in 
layman's terms: “The data represen- 
tation of a ‘flat-shaded textured 
triongle'“ in the current PS must be 
identical to its data equivalent in the 
PS64, If you're still lost, here's the 
Sesame Street explanation: 1f the PS 
draws Bert using a pineapple shape, 
the Р564 must use that same 
pineapple shape to draw Bert as well. 

3. Keep С as the programming 
language (but still allow programmers 
to optimize machine-level code to 
boost а game’s performance), 


When Sony officials first crafted the 
nome PlayStation, they sought to play 
off the word “workstation.” Like most 
workstations, the PS delivers heavy-duty 
processing power. However, the PS uses 
that power for games and entertainment, 
rather than for serious work. 

The success that the PS name has 
generated for the system poses on 
interesting problem: What do you name 
Sony's 64-Bit system? 

"I would simply call it ‘PlayStation II,’ 
50 thot the consumer could identify with 
the already popular PlayStation products, " 
Black Ops’ John Botti said. 

"The name has to have PlayStotion in it 
somewhere," agreed Core Design's Paul 
Douglas, who offered the names 
PlayStation 2 er PlayStation Plus. 

Another name—PlayStation 64—seemed 


and rebuild in-house graphics tools. 

The PS is aiready highly regarded as 
one of the most manageable systems to 
work with, according to most developers. 
“It is the best,” Botti contended. “Having 
coded games on the Sega Genesis, 
Super Nintendo, TurboGraphix CD, Sega 
CD and CD-i systems, writing games for 
the PS 15 like driving a Mercedes-Benz 
SL-500 as opposed to driving а $500, 
20-year-old bucket-of-bolts.” 

With a backward-compatible PS64, 
“programmers and artists could leverage 


off the first four years of PS development, 


and catapult themselves into the stratos- 
phere of game development” by focusing 
“more on content, much like 

the film industry does,” he said. 

This story could go on and on debating 
the pros and cons about backward 
compatibility, but that’s not the bacon 
that'll make the PS64 sizzle. “Consumers 
are not going to buy a PS64 to play old 
PS games," said Douglas (the obvious 
exception being Tomb Raider, he quickly 
added). “They want to play new games— 
Tekken 64 or whatever." 

Which begs the $64,000 question: 
What do PS coders hope to see in the 
PS64 to effectively make a leap into 
64-Bit game development? 

To a man, those interviewed wanted 
mo' RAM, mo' RAM, mo' RAM. It's a 
virtual certainty the PS64 will have more 
main RAM and VRAM, but how much can 
Sony afford? Most developers said a 
boost from 2 MB of main RAM in the 
PS to 8 MB sounded like the fairest 
figure for the PS64. 

As for the more expensive video RAM, 
used to store textures and animation, 
developers stuck to a range between 2-4 


on obvious choice for Activision Studio's 
John Lafleur, "Certainly it does throw the 
gauntlet down,” he observed. “Nintendo's 
coming out with the Nintendo 64, then 
[Sony] comes out with the PlayStation 64; 
they're obviously looking for some 
competition.” 

However, Botti had reservations about 
putting “64” or "128" after the 
PlayStation name. “The number can be 
misleading,” he said. "[That number] is 
usually о marketing hook to distinguish 
one company’s machine from others, 
such os the TurboGraphix 16, Amiga 32, 
Commodore 64—what do those numbers 
really mean anyway?" 

Shiny's David Perry took an exotic 
route with the name game, suggesting 
"Sony ArcadeStation or some weird 
Japanese name because it would be 


MB. The PS currently has 1 MB of VRAM. 
Botti estimated that the proposed 
increases in RAM and VRAM, if imple- 
mented in the PS64, would boost the 
amount of on-screen textured polygons by 
up to 500 percent. "I don't know what 
Sony has in store for this, but in 3-D 
games, ‘polygon count’ is the name of 
the game,” said Botti. “The PS can 
handle roughly 2,000 texture-mapped 
polygons per frame [per 60th of a sec- 
ond], but it would be excellent if the PS64 
could crunch say, 10,000 per frame.” 
Inevitably, comparisons of the PS64 will 


be made to the Nintendo 64 when the 
machine’s specs are publicly revealed by 
Sony. So what does the N64 have that 
the PS64 could benefit from? 

For one thing, the N64 uses Z-buffer. 
The PS uses Z-sort. In a nutshell, both 
methods keep track of the “front to back” 
order of polygons drawn on screen, so 
hidden polygons aren't needlessly drawn 
and partially obscured polygons are 
clipped appropriately. A Z-buffer does this 
task more effectively than a Z-sort, result- 
ing in lower polygon dropout and flicker. 
“I'm not quite sure how realistic it is to 
nave a new PS that supports Z-buffer and 


contd. on page 68 


fun watching the American public attempt 
to pronounce it correctly.” 

As expected, a few developers’ 
suggestions bordered on the fanciful. 
Video game music guru Tommy Tallarico 
offered, "The Galaxy, ‘cause it's probably 
going to be the best game system in the 
whole galaxy! Ог how about Zeus, 'cause it 
will be the god of all machines!” 

Anyway, the informal P. S. X. office poll 
for a name resulted in a tie between 
PlayStation Plus and PlayStation 64. 
Runners-up included PSX? (too mathy) 
and The Sony Yakuza (too politically 
incorrect), 

Well, whatever Sony decides as the 
moniker, Lafleur wins the award for 
keeping the name game in perspective: 
"I'm not so much concerned with the 
nome on top, as much as what's inside.” 


PS model (the SCPH-1000, for 
those keeping score), here's 
where developers sought 64-Bit 
hardware improvements inside and 
out. This is a cumulative list of 
their suggestions: 
O What's Ti The Graphics 
Processing Unit. 

: Built-in hardware for more 
graphics effects: perspective 
correction of texture mapping 
(prevents texture warp); texture 
filtering and blending (makes 
pixels less apparent); fogging-in 
(objects and terrain in distance 
appear smoothly, rather than pop 
up); moving light and varied point, 
spot and omni light sourcing 
(improved lighting effects); mip 
mapping (removes pixel crawl and 
shimmer); more flexible translucen- 
су (visual effect); subpixel texture 
interpolation or antialiasing 
(softens textures and sprite 
edges). 


€) what’ : The CPU. 
SM R3000 RISC an LSI Logic. 

: A 64-Bit 
(duh!) 100MHz or higher RISC with 
these additional functions: 1-sort 
plus optional Z-buffering (reduces 
polygon dropout); Z-distance 
blurring (adds perspective to game 
scenes); asynchronous processing 
with GPU (ups polygon count). 


: 1K Оста 


Looking at the original Japanese 


Cache in CPU. What D | 


2-4K to store more variables 
and tables into this "fast RAM” 
cache (speeds up CPU's number- 
crunching duties). 


32-Bit Main 
Bus 64-Bit 
Main Bus (duh again!) for larger 
data pipeline (increases polygon 
count, redraws speed). 


— -— 


: No floating- 
point coprocessor. | 

\ A floating-point coprocessor 
(speeds up graphics calculations). 


N : 2MB of Main 
RAM. t: 8- 
16МВ RAM, possibly dual-ported for 
simultaneous GPU and CPU use 


O whe 


cord (offers greater game save space). 


€) What's TI 


(reduces game load times); 
streaming (allows CD data access while Red 
Book audio is playing); multiple Yellow Book 
audio track streaming (for interactive music). 


(more room for game dota storage). 


e 


: 1MB of Video 
кам. t: 4-BMB 
of VRRM. Costly but vital improve- 


ment (ups space for texture map 
storage). 

В s There Now: 512K of Rudio 
кам. 1-2MB 
of RAM (store more sound effects, 
voice-overs). 
) wi : 16-Bit Sound 
Processor with 44.1 KHz sample 
rate. Higher 
compression rate—4:1 or 8:1—for 
more sound effects at a higher 
somple rote (improves audio quali- 
ty); surround-sound encoding (for 
home theater compatibility). 


128K memory card. 
286K or higher stander 


ow: Standard PS controller. 
finalog control with 


small joysticks (great for 3-D games); a fully 
raised D-pod (improves diagonal movement); 
more buttons. 


2x-speed CD-ROM drive. 
4-10x-speed drive 
improved CD 


١ Separate A/V, 5- Video 


and Multi AV output. wnot E 

Developers don't care, but — has "eel 
consolidated all those ports into the Multi AY 
output. It'll keep manufacturing costs down. 


SPECIAL FEATURE 


adi ST 


са 


Looks may not be еуегу- 
thing, but they certainly go a 
long way in enhancing a video 
game machine's image. Я 5у5- 
tem may call itself "next-gen- 
eration," but it's got to look 
the part to play the part. 

The PS' console designer, 
Sony Corp. art director Teiyu 
Goto, did an amazing job with 
the streamlined gray box 
design of the current system— 
very clean, and certainly eye- 
catching. So how can the Р564 
one-up an already great visual 
appeorance? 

PS developers had plenty of 
ideas for Sony's designers. 
The first step is to trash the 
gray color. "If they really 
want to make it moss-morket— 
like a video recorder—I sup- 
pose you'd have to make it a 
basic block,“ Core Design's 
Paul Douglas offered. “Ог 
maybe the silver polish finish" 
similar to that used with 
Nintendo's Pocket Game Boy, 
he added. 

Black Ops’ John Botti envi- 
sioned a machine “the same 
size as the original, except I 
would choose black as a 
color, so that the consumer 
could immediately see that it 
was almost the same,” as the 
original—especiaily if the 
PS64 offered backward 
compatibility. "Yet the color 
change and new logo would 
suggest more power under 
the hood," Botti soid. 

Tommy Tallarico suggested a 
white-colored PS64, which he 
said would give it a "very 
hip, very '90s, very futuris- 
tic" Star Wars-type look and 
appeal to it. 

But aside from color, 
Dreamworks Interactive's 
Patrick Gilmore wanted the 
PS64 to look—and act—like 
something akin to a home 
entertainment component, 
which he could easily hook up 
to his stereo. Gilmore wanted 
the machine to be "slightly 
smaller, with a front-loading 
CD bay so that I can put it on 
a small shelf." 


contd. from page 66 


Z-sort," Botti said. The catch? The P564 
would need to preserve Z-sort capability 
to remain backward compatible with the 
PS. Still, the addition of a Z-buffer would 
do more good than harm. "Having 
nardware support for Z buffer ng would 
greatly enhance the PS64's ability to 
draw deep landscapes that stretch 

far into the horizon without having to 
subdivide the landscape into mult ple 
polygons,” he said. 

Out of all the PS' current components, 
It's pernaps sound that needs the least 
improvement—Sony’s expert.se in audio 
once again shines through. "The way 
Sony has produced the sound system for 
the PlayStation is excellent," Tallarico 
said, and contends it has "the best and 
easiest sound driver in the whole indus- 
try.” Although the PS’ audio RAM is only 
512K, it uses a 4:1 compression ratio 
that makes it the equal of 2 MB of mem- 
ory—a respectable figure, Tallarico said. 
However, if he could tweak the sound 
specs for the PS64, he'd seek a "1 MB 
sound chip...with either 4:1 or 8:1 com- 


pression" making it equivalent to 8 MB. 

Of course, no PS64 wish iist would be 
comp ete without a sped-up CD-ROM 
drive that would eliminate a major pet 
peeve about PS games: loading times. 
Developers genera ly agreed a 6x- or 8x- 
speed drive would be the PS64's most 
cost-effective CD-ROM player. A DVD 
drive would be an appealing addition to 
tne PS64, making it effectively a next- 
generation video as weli as video game 
player and exposing it to an even larger 
mass market. Since DVD drives can play 
CDs, it could still work with current PS 
ties. Still, the developers who broached 
the topic of DVD called it ne ther neces- 
sary nor cost-effective. "The amount [of 
data] you have now on CD—more than 
650 MB—is more than enough for 
storage," Lafleur said. 

Going back to the eartnquake analogy: 
When wil the PS64 actually hit? At this 
point in time, any predictions would be 
Just that: predictions. 

One P.S.X, industry source last May 
caught wind of a "possible" marketing 
plan that had the PS64 debuting by this 
May—perhaps this year’s E? show in 


June—coinciding with a Japanese 
launch by the end of 1997. Although 
PS developers aren't privy to Sony's 
market.ng plans, they took the rumors of 
а "97 launch with a grain of NaCl, “The 
system can't be out for a year or two,” 
Douglas said. "If it was coming out this 
year, we [the development community] 
would've certainly heard about it by 
now—otherwise, they wouldn't have 
any games for it." 

The developers HS. x. talked to have 
yet to see (or at least admit seeing) 
PS64 development gear or final specs, 
which makes a '97 launch less likely. 
"The only thing I've been told 1$ that the 
Japanese will have PS64 development 
systems within a year," Botti estimated. 
"| believe the Americans will get their 
nands on systems about a year after 
that. That's usually how it works, 
although | have no confirmation." 

At this point, a June '98 PS64 
launch in Japan seems the most viable 
scenario. Douglas and others predicted 
a Sept. "98 target date for the PS64 in 


North America, with a European release 
in early "99. 

Well, no matter what Sony builds into 
the PS64— backward compatibility or 
not, DVD or CD—the gamers and 
developers will come to support it. 

That is, if the PS64's hardware fully 
illustrates a quantum leap in gameplay. 
"[Sony's] got to be able to show a 
10-fotd leap in performance over the 
current PS for the PS64 to be 
successful," predicted Douglas. 

So, P.S.X. asks readers: What would 
you like to see in the PS64? Send in 
'deas, suggestions, blueprints; HS. . 
pians to print the best responses and an 
update of this story in a future issue. ) 


How the PSó4 Can | 
Improve Game Quality 


Video game players don’t give a rat’s ass about 
whatever hardware improvements the PS64 may 
have. All they want to know is this: How can the 
PS64 make games more fun to play? Developers 
illustrate how their "tech talk" can translate into 
a sweeter video game experience on the PSó4: 


= «aft 
Crash Bandicoot’s 2-D foliage looks nice, but ina 
game like Pitfall 3D, the PS lacks the horsepower 
to create а convincing jungle setting for Horry. 


е The Problem: The development team for 
Activision Studios’ Pitfall 30 decided not to set 
the game totally in the jungle as in previous games 
because it just wouldn’t look decent. “Drawing all 
the leaves, all the plants, all the foliage, would 
just be very difficult to do in 3-D,” admitted 
Activision's John Lafleur. Games such as Crash 
Bandicoot and Tomb Raider have tried to create 
jungles by using 2-D objects for trees and plants. 


It works—sometimes complain ve heard from 
some gomers is, ‘I like this greenery, it’s nice, but 
when I wolk through it, I know I'm walking 
through a piece of paper,” Lofleur said. 


е The 64-Bit Solution: With а larger, 64-Bit bus, 
more VRAM for texture storage, ond more main RAM 
for polygons, developers would be able to draw 
vast, realtime 3-D environments populoted with 
more 3-D objects to replace those flat, 2-0 
images—the net result is a more convincing 3-D 
world to explore. "So maybe the next Pitfall 3D will 
be set in the jungle, Lafleur soid. 


More RAM would moke for even larger flight areas 
in games such as Independence Day, and a 
greater variety of fish in Aquanaut’s Holiday. 


e The Problem: 2 MB of main RAM limits creativity. 


ə The 64-Bit Solution: With eight or more MB of 
RAM, developers could store more 3-D models and 
larger game maps for deeper levels and a greater 
variety of enemies. For instance, in a game like 
Block Dawn, the added RRM could store "eight to 


12" types of enemy tanks instead of maybe RS 


“two or three," said Black Ops’ John Botti. 


E 


Games that would look even better with greater 
texture mapping (via additional video RRM) include 
simply shaded Tobal No. 1 and plain ol’ Bubsy 3D. 


ы 


e The Problem: The limited 1 MB of PS video ВАМ 
limits the variety ond size of polygon textures. 


e The 64-Bit solution: Doubling or quadrupling 
the amount of VRAM would give a game’s look far 
greater variety. For instance, а Р564 game could 
store 20 or 30 different explosions in VRAM. “Я 
gosoline tanker should have а different explosion 
animation than a HERT round penetrating an enemy 
tonk's reoctive ormor," Botti cited as an example. 


elephants, or walls in Dark Forces. Both textures 
can be smoothed out with 64-Bit technology. 


е The Problem: With some PS games, textures up 
close look blocky because texture maps are blown 
up in size. You con notice it in plenty of 3-D PS 
games when you walk close to walls. "In Agile 
Warrior: F-111X" for the PS, said Botti, "we had 
2-D fire animations that pixelate heavily when the 
ployer flies close to them." 


e The 64-Bit Solution: Built-in texture filtering 
and blending hardwore similar to the Nintendo 64 
would mask harsh pixels by smoothing the surface 
and edges where controsting pixels clash. The 3-D 
environments and 2-0 sprites lose their “chunky” 
look to them, so games just look more realistic. An 
added bonus, according to Lafleur, is that games 
would no longer need prerendered bockgrounds 
like those in Resident Evil and Final Fantasy VII, 
to preserve that "smooth" look. "You can draw 
convincing realtime 3-D environments on-the-fly, ” 
Lofleur said. 


e The Problem: A small 512K audio RAM prohibits 
extensive audio interaction with the current PS, 


e The 64-Bit Solution: With additional audio RAM, 
developers can use the space to create the illusion 
thot the computer is " talking to you" while play- 
ing, for example. "In Block Dawn, we had about 20 
very short phrases that your commander would say 
during your mission," Botti cited os an example. 
Additional audio RAM would've given Black Dawn 
more phrases to use in the game. 


| | 
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here's nothing like а — 
good suicide mission to = 
start off the day: Madmen 


and terrorists are wreaking й 
havoc upon the free world, and it's your 

job to put an end to it. You will be pin 
a Super Apache, loaded to the hilt with the 
latest technology and weaponry. This strategy waq 
completed with the Apache configured with а Balanced. 


hidden items. The maps do not display the locations Supplies 
that. are shown on your Super Multifunctional Display, Knowing the 
whereabouts of additional supplies will give усы В Biggest edge 
when attempting a mission. Remember, managing your — 


X Sidewinders 
XX Cluster Missiles 
N Super Gun 


Ш Cargo Drop 
© Fuel 
help of Andrea Grey and Носк, "n 
your communications officer. 


[ Attempts 
® Winch 
. 


Assets 
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ГУ 2.1 
Inthe for + 
Southeast you 
| will find Santa 
end hie sleigh. 
Blow up the 
sleigh to reveal 
qm extro 
attempt. - 


missions cami be done ‚е 
Destroy the radat closest to home base 

first. You will be interrupted to save a fuel 
ing Station to the northwest. While you are 

№ îê area, vou may also want to head: 
West to the POW camp and take out the 
enemies. there. Now, instead of hitting the 

radar, take your time to i te - 

rest of this strike wil take асе | 


EI having resources | карак 
Available on will be important. | 
the-second radar will bring out 
trying to КИ friendlies. Lose 
100 many 15 and this mission is over 


of Hind. En 
ail of them me, you will have 
hands fuil. Fret ‚ Carrier itself is a breeze. 
The back end is lightly armed, leaving Am 


ed by ari © 


then work uao Pron 
Drop опе on each sub to des 


MISSION #8 Attack this Cruiser m the 


jan easy shot at the Conning Tower Баск side. You will want to deal it the 
могу about the guns on the пола. | Same Way yeu did the Destroyer. A*couple of 
are пеапу im, le to destray, 8e just, Quick. ‚ hitting it hard with everything! 
Stay out way. 1 Бе sure to pick up Amad 


5 05 ship (3). It's not — 


the water. Ones арап you 
interrupted, this time with an 
attack on the Western LZ. It's not 
esseritial to Stop this, hut there 
Вапа ammo. о and Тие that will 


58 destroyed if you don't 


: the plant, there 
; will be no stopping 


). Don't hesitate | 
missiles will 
remainder 


working its way up Pass #4 and 

men through #1. HW they g 

1 8 situated in I» 4 
à 7 8 unco 
| will begin to escape to the 

until пе reaches the oil well 


to destroy him (3). | hope t 
affect gas prices. 


т. Along. the 
wie Agading toward 
g. Tet out thw towere and 
ТОБЕ surrounding the compound 
Юбер for ivan end зом 
thera to the dig aite. The site 


Si De ЖИВО anar you ron off tine firat 


tist, You camonty afford 
1688 Kuve 


ВВ, get theret 
* quickly oF ii GA 
Önos you have 81666 it ub, drop it off Ж 
the dis site. (van will activate the inser 
à ї you will have а very u 
10 SC Seven goientiste ant 
before the Temanawrs гы: 


Destroy ali of tte 
ridges prior to thí 


| 


L 


я RODE HN 
es t give vou "298 


#9 - The remaining Û 
el fic. Neutralize We threat 
eine. survivors to the Landing 
vest (3). The glowing soldier 

мош any Parr 


| Ww Betore vou pick up 
Yeltsin, spend some time clearing 
ithe level of enemies. Once Yeltsin 
begins weaving his way to the air 
О you will ani to Nave Ше lea 


OF re 


apprehending Alexi, 
you will ieam that he is 
nat who you want. Your 
next target will be KGB 
Headquarters. | found 
that saving the Super 
Gun until this point 
Worked out well. Trying 
fto extract Boris without clearing the area 
pf BMPS will be nothing but troubte. Once 
have him, drop tum in the bear ри at 
get the info you need. He will 
Мо з Tomb. When you blow 


- 


lescape ro 57 faveli | * you ve been Пай. 
iwo main roads. ° "tough to nail with 4 : Ы 

р 4 р — — eN жу to р owman is escaping 
the Chain Gurt, So use your missiles. ii take GFE ШЕ Red Square. W 


disposed of the p on this tough little 


plane ї with holes. я 
Alexi Карапом is Their tsi — Shadows и саг 
guess as to who is Shadowman. His . sleeve. ICE 
headquarters is guarded by a handful of ; Red Sat 
pick-up trucks. After breaking through his continue f 
delenses, blow up his b i:Shadowman. 


He wili try to escape ма the pack Once you S 

river. Stop tim! : down, you пее 
© face to Red Square 
to stop the launch of 
the last three ICBMs. 
Nobody said peace 

gy would be easy. 


The key to this mission Is 
the supplies left for you Î 
герани walls. 


he original Twisted Metal 

was one of the surprise 

hits of 1995. Single 
Trac, the game's developer 
labored long and hard to 
create a worthy sequel. The 
fruit of their labor hit store 
shelves just in time for the 
holidays last year, and once 
|. Again, Sony, the game's 
publisher, Пай amother Jut 
on their hands 

Waving destroyed Los 

Angeles during the previous. 
tournament, Calypso, thé 
contest's enigmatic oreator, 
decides to take Ris "beloved 
Twisted Metal tournament 
global. This time, 12 of the 
world's best drivers square 
off in eight exotic locations 
lo determine who can claim 
the tiile ot Champion of 
Twisted Metal and the wish 


handling, Single Trac really 
pumped up the level of 
difficulty ior the sequel. 
We complled this fist of 
hints, secrets and 5 
to help you through this 
challenging game. 
Thé biggest.innovation 
| in Twisted Metal 2 1s the 
addition of Advanced Attacks 
(see fight). Without these 
players would be easy 
pickings forthe other 
Combatants, so use them 
‘atten Single Tiac aleo added 
unique warp gates, shaped 
like’ red pentagons, to 
transport drivers to secret 
areas. Use these gates to 
escape particulary aggres- 
sive орройегив Or to find 
extra weapons and Hef 
píck-ups. Lastly, almost every 
level contains а full health- 
up: Memorize the locations. 
of these arid save them 
until your heath Is almost 
completely depleted. With 
any иск, you mipht be the 
next champion of Twisted 
Metal. Be careful what you 
wish for, however. You just 
might end up getting И. 


| 


Advanced Attacks 


ХАРАМ LOB: 


> 44 

FREEZE BLAST: <> A 
REVERSE WEAPON: <> Y 
DROP MINE: | > чу 

| JUMP: АА 4 
SHIELD: 44 
INVISIBILITY: >Y > ده‎ 


Unlike the first Twisted Metal, the drivers ir 
TM2 have an arsenal of weapons that can be 
called upon at any time, without having to find 
special icons. These so-called Advanced 
Attacks are performed by pressing certain but- 
ton combinations on the directional pad. Doing 
so depletes your Advanced Attack Meter, but 
don't worry; the meter slowly replenishes itself 
over time. Use the Advanced Attacks in combi- 
nation with standard weapons to inflict maxi- 
mum pain. Try freezing your opponent. then 
launch your Special Attack. Also try raising your 
shield then turbo into an unsuspecting victim. 
This works particularly well with heavy cars. 


L 


` The game gurus at 


Secret Character^ 
MINION: ПАТ 
[ SWEET TOOTH: пила 

9*3] 

DM 
M "e 


Two of TM's most fear- 
some competitors have 
returned for the second 
tournament as hidden . 
characters. To access 
them, go to Character 
Select and enter the 
above codes. Enter the 
codes properly, and you. 
will hear an explosion. 
Scroll in either direction 
to find the two drivers, 


Secret Level? 


a". 


| JET MOTO SWAMP: À Y P Ri 
| CYBURBIA: Y À li 81 
L.A. ROOFTOPS: Y 4n) Y 


Single Trac were Kind. | 
enough to include two | 
of the best levels, the 
sprawling Cyburbia 
and the classic L.A. 
rooftops, from the 
orginal TM. They 
even included a track from their hot new racer, 
Jet Moto. Just go to Battleground Select and 
enter the above codes. Note: A picture for the 
secret levels will not appear. 
Simply press Start after the 
explosion to access these 
awesome battlegrounds. 


$$ TWO-PLAYER ONLY 


NEW YORK `. ANTARCTICA . 
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Just can't seem to beat a certain level? Went to skip ahead and see the ending for one of your favorite drivers? Here are the level codes: 
for every car and level in Twisted Metal 2, Sorry, there are по codes for Sweet Tooth or Minion, se you're on your own. 


Interactive Backgrounds 


rz m _ а 
— ae 


EMT 
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IN: Sick of rising ticket prices and | 
soper sequels? Send Hollywood a message by blowing | 
their beloved sign to bits with a couple of wel-aimed rock- ` 
ets. That's not all, however. In Paris, drive into the Louvre and параіт а few of those priceless 
treasures for some interesting results. The same thing can be done to the benners in Moscow. 
. لم‎ HN, 


—— СС 


оц > Ever wondered wiqi Larty Liberty пей ст beredif | 
that stuffy robe? Here's your chance 10 find out. Launch one | 
rocket, and you will light her torch. A few more will shatter her | 
exterior, revealing a skimpy red bikini! Once again, there is по | 
real benefit for performing this trick, but it is bound to get a 
chuckle out of your friends. 


Weapon Combos Mr. Siam can combine attacks in а particularly nasty way. 
First, seize a car in his deadly slam attack. While the 
unlucky opponent is in your grips, repeatedly launch 
missiles and punish him or her with machine-gun fire. If 
you are feeling particularly nasty, use your freeze burst 
during the final slam. Continue the assault to finish your 
frozen foe, This technique will make short work of even 
the toughest opponent. К also works to a lesser extent 
with Twister, who also has the ability to seize opponents 
in her grasp. Because of the chaotic nature of her vortex 
spin, be sure to raise your shield to prevent getting hit 
with your own weapons, such as ricochet bombs, 


DA The final Boss of 
TM2 makes Minion look like a 


certain little old lady from Pasadena. 


Dark Tooth, the father of Sweet 
Tooth, is more than a little upset 
about the loss of his "little clown 
boy,” and he holds you responsible. 
For his size, Dark Tooth attacks with 
surprising speed. Lure him into the 
temple and collect the lightning bolt 
icons to give him a shocking sur- 
prise. Then pick up the health icon 
оп the upper level to replenish your 
health bar. Don't relax after you 
defeat him, because his head, ti 
has a little fight left in it. 


Here are 4 couple of great tricks to enter within youi 
iext game: K гаег їо replenish Kain's bic 
just enter: Up, Right; Square, Circle, Up, Down, Right 
Left within the game while it's not paused. The blood 
— — meter should then НИ ta the top, if done 
^ 3 - ;orrectly. In order to view all of the 
nemas in the game, enter the code 
Left, Right; Square, Circle, Up, Down, 
Right, Left within the game while 
ot paused. if done correctly, yot 
should be able to access all of the 


Do you have a trick № 
or want a tip on t 


your favorite game? 
Let us know-write 


Tricks of the Trade 
1920 Highland Rve. 
Lombard, IL 60148 


We've 

etters i 

Trilogy strategy in tr 

ssue. App 

the moves we lis 
executabie. Мег 

what the source of tnis 
problem was, but here are 
the correct versions of the 
moves tn question: 


Fatalities: 

Rain: D, D, B. Е, HK 

Капо: В. D, Е. LP 

Kung Lao: Hold LP, B, F, 
release and guide to cut off 
opponent's he 


Friendship: 
Kung Lao: B, B, B, D+HK 


These tricks will give you three hidden 


characters to wrestle for you. Go to the 
Title Screen and enter one or all of the 
codes. For Sparrow, enter Circle, Right, 
Triangle, Up, Square, Left, Triangle, Up, 
Circle, Right, Select. Then press Select 
again on Commandant on the Player 
Select Screen. For Gorgon (the Ring 
Announcer), enter L1, L1, L2, R2, R2, 


R1, Triangle, Down, X, 
Up, Select. Then press 


I 
Prt: ' Select again on 
Kung Lao: F, F, F, HP Orange from the 
LLL WIL : | Player Select Screen. 
Thanks to Nick Hankins of For you to play as 
Pleasant Hill, MO for pointing, pw Esa Sallie (the Referee) 
out the mistake. "mr | enter Up, Down, Left, 


Right, Triangle, X, 
Square, Circle, L1 
R1, L2, R2, Select 
Then press Select 
again on El Temblor 
тот the Player Select 
Screen. Let's get 
ready to rumble! 


FMVS in the “Dark Diary" without 
going through the entire game. 


This code will allow your char- 


acter to have a big head and 
big feet. After choosing your 
character, press and hold 
Right, Start, Circle and Square 
simultaneously. Hold them until 
the round begins to get а 
strange character. Doing the 
same code holding Left insteac 
will give you shrunken heads. 


This is а great trick to Skip Lomax to von 
Jus levels in ) THIS, pi 
Down + Start when тоа game. This will 


pause the game. Now, held Up and tut 


ик канк n 


Triangle, Circle, X and Square. А small 
number should appear оп the left side of 
[his 
1 by pre 
+ Start when veu want to 
moose that particular 
Plus a little 
added bonus! tomax 
will also have the 


UK г< 
Chang e! 
Then hit L1 


пе LEVEI 


ing | 


эх 


her 


screen by pressing E1 


+ Square. This can 


only be done after the 


ече COG Clive 
у flying und you 
an E pla ha 
ге normall 
a lust or 
square again то gx 
ack down to Earth 
ust make sure you 
watch where you are 


Planning to kand! 
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NANDOU 


he followin 
1 th 
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Start you а! various poets qw 


LL 


МАЕММААВ (Z gugurat) 
MAGDIEAH (B: 
NINKPDME (Fall N Arch) 
МЈККАМКС (оюну) 
JODPIGEH (Rambow) 
ICJPABNA (|| avapalooza) 


ab 


enter It г 


je 


reen, 


Star t ап 


oth 


Hold L2 and press the Си 
cl 


L Tit üw HU мале the 
9 Ld | nte 
VT 
button to 
' б, в Ll 
Mode and po то Ше Character ١ Screen. Hold дома the Start button and 
highlight the following characters m order, Start on Haehmar and then po to 
Ciemuro, Basara. Ayoshiro, Ukya, Rimruru, Hoohmaru, Sonar, Naki 
Hanzo. Amoakusa. Саша, Galford amd then Shimaru. Continue holdin tar 
p * ме до 
kuro will app 
à nkuro, the Bo: — 
[ yan г; "01.1227 
[ | | 4 е 
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Having trouble Knocking off ай those aliens? К takes 
1 steady hand to pull this one offl in order to gain ап 
extra ship in the game Gaplus, begin your game the: 
wait until atl of the allen ships come together, not 
shooting at any. After this, shoot at the second ship 
from the left on the bottom row. If done correctly, а 
flag should appear. Snag the flag and you will be 
rewarded with ап extra shíp to help you achieve the 
highest score in the game! 


ET a MEAM - E 
" 1111 аман 
Infinite Ammo: Circle, scit с 1 4825845554 а аалаааан 
Circle, Circle, Circle, L1, P e 
Circle, L1, L1, Circle, L1, ғ 
Circle, LI. L1, Circle, L1. I 6 $9 ААА | 
44 
Circle, L1, L1, L1, L1 | 
Infinite Energy: Circle, Li, | ^ 
L1, L1, Circle, L1, Circle, — 
Circle, L1, Circle, Circle, Te, 
Circle, L1, L1, L1, L1, L1, | 
Circle, Circle, L1. 
To enter | 
Неге are several cheats to enter during the 
2: SQDZFO5STJJ game. To access a Two-Player Mode (whet 
.3: HYM7GODECM #5 you against a friend), go to the Main 
4: EPPGHOXWDQ Title Screen and press Select«R2 on both 
54FHODSBF controllers at the same time. You should 
E94FHOLLKJ hear a sound if done correctly. Go into th 
: MHLFHODTCM Options Menu and back to the Main Title 
: ALLFHOXGPU Screen. You should find а Two-Player Optic 
: BDNJHOLLPU that will let you play in an exciting 
: BSBGHOXIKJ Deathmatch Mode. To enable the in-garie 
E9GGHOJIQH cheats, begin a game and pause. Then 
: 9FOJGOLZJD press Select, L2, Select, R2 and ente; 
.4: БКАСНО9Р4О any of the following for 
1: HOBNNSFCM various results. г 
2: EYWJHOPTBF | = 
4.3: JQNFHOT7BF Max Fuel/Amrrio: Triangle, Sane | 
4.4: ТВЗПАОМОСЕ Triangle, Triangle, Circle. 
Level: BH9DAOQJ2F Max Weapons: L1, L2, | 
R1, R2. | 
Summon Wingman: Square, | 


then move down and highlight 
the Cup Password Option. 
Enter the following passwords 
to get the various results. 


TRAFIK: Silver Cup 
NEJATI: Gold Cup 
DOUGAL: Platinum Cup 
TURGAY: Advanced 


Access the Options Screen and 


Square, Square, Circle. 
Mission Complete: Triangle, 
Triangle, Triangle, Down, 
Down, Down. 

Upgrade Current Weapon 
UA, LA, RA, R. 
Screen Toggle: Down, 
R1, R2. 

You should hear, “Мау to 
50!” if the code was 
entered correctly. 
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REMEMBER WHY YOU STARTED PLAYING VIDEO GAME 


SO DID WE. 


The fun of yesterday's arcade is now more than a fond memory. 
Presenting Namco Museum Vol. 3™ for the PlayStation ™. Six authentic arcade 
Ẹlassics that bring back the buzz of a bygone era. Galaxian™, Ms. Pac-Man", 
Pole Position 2™, Dig-Dug™, Phozon™ and The Tower of Druaga™. Each great 

dame an exact translation of the coin-op upright, all the way down to the arcade 
options and dip switches. Namco Museum Vol. 3. Because fun never gets old. 


Playstation“ 


DESTINY 
is in your hands. 
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oven! presents Broken Hea”: Brought S "jou in ice de Real Time 4-D. Where there’s no right way - or wrong 
| got to ask questions first and shoot later. Ог you just might end up 
==. But don't take too long, or you'll end up 
ars Bruce Campbell as Jake Burton, the marine commando explosives 
—̃ — — —— | 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested'in Е нар 
please visit us at retromac 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 


If you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


